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The AVALON HILL (SlBMlIllIi^IL 
-. . . a losing venture published bi-monthly 
pretty close to the first day of January, 
March, May, July, September, and Novem- 
ber. 

The General is edited and published bv 
The Avalon Hill Company almost solely for 
the cultural edification of the serious game 
aficionado. It also helps sell our merchan- 
dise, too. 

Articles from subscribers are considered 
for publication at the whim and fancy of 
members of our erudite editorial staff and 
company baseball team. To merit considers 
Hon, articles must be typewritten double- 
spaced and not exceed 1,000 words. Ac- 
companying examples and diagrams must be 
drawn in black or red ink. Payment for 
accepted articles is made according to the 
dictates of the voting subscribers. 

A full-year subscription costs $4.98 {over- 
seas subscribers add $6.00 to cover airmail, j 
Back issues cost $1.00 each: out-of-stock 
issues are Vol. 7, No's. 7, 2, 3, 4, 6; Vol. 3, 
No. 1; Vol. 4, No. 4. 

Priming — oh . . . say 17,000 give or take 
a few thousand. 

To facilitate correspondence, we suggest 
that all envelopes to Avalon Hill be marked 
in the lower left-hand corner as follows: 

Purchases of The General: Subscription 
Dept. 

Purchases of games, play-by-mail kits, and 
game parts: Order Dept. 

Questions concerning play: Research & 
Design Dept. 

Articles for publication: Editor-in-Chief. 

Requests for Brochures: Advertising Dept. 

Bequests for Parts Lists: Parts Dept. 

Letters to the Editor: Editor-in-Chief. 

Miscellany: Marketing Dept. 

CoDvnern 197 1 rfid Avalon Hill Comoanv 

Baltimore, Maryland. Printed in USA 
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COVER STORY 



1970 could have been labeled "the year of the 
adull" Kisitie because it was the year Book Stores 
and Stationery Stores got m on the "toy" act. Of 
course, adult games are not toys as such, but 
retain this label because "toy distributors" sell 
more games lhan do distributors in any Other 
field 

Recent statistics are beginning to reflect a 
different trend: as the games become more 
sophisticated so do the retail outlets for them. 
Avalon Hill games certainly fall under the sophis- 
tication label. And that's why AH Sales personnel 
will be manning their "traveling exhibit" at the 
New York Stationery Show, May 16-20; and 
American Booksellers Association convention, 
May 31 -June 2. Buyers of these respective trades 
will be "wined and dined" as AH hopes, through 
the additional outlets of book and stationery 
stores, to make games more readily available to 
the consumer. 

You can help, too - visit your favorite outlet 
of this type and hug them to stock our products. 



Summer is approaching and, with that, com 
mences other traditionally seasonal pastimes: 
baseball, fishing — and wargsme conventions. The 
amazing growth in quantity and quality of these 
conventions has been documented by this pub 
lication. But this year the wargamer has at least 
three different large-scale conventions to choose 
from: 

The IFW, under able leadership of Len 
Lakofka, and The Lake Geneva Tactical Studies 
Association, represented by Gary Gygax are spon- 
soring GENCON 4, which will be the fourth 
annual Lake Geneva Wargaming convention. This 
year the convention features a single elimination 
Panzerblitz tourny, a Team armor miniature 
elimination match, and a judging of armored 
fighting vehicles models plus many other activities 
too numerous to mention. Len and Gary have 
amassed a very impressive list of prizes which 
should make the convention well worth attend- 
ing. It is slated to start 9 AM, August 21 and run 
through 'til B PM, August 22. The location is the 
American Legion Hall in Lake Geneva, Wis., lust 
minutes away from Mr. Hefner's fabled rabbit 
farm. For more information contact Len at 1806 
N. Richmond Street, Chicago, III. 60607, (312) 
342-6857. 

If you don't get your vacation in August, or 
the old flivver won't get you as far as Wisconsin, 
then plan to attend MILCON III; which is the 
Military Strategy Confederations' annual bash at 
St. John's University in Jamaica, New Vork. It 

commences at 10 AM on July 11th, and runs 
through the 12th. This convention promises to be 
bigger and better than ever. This year, land and 
naval miniatures, diplomacy, and AH wargaming 
will all be represented in cash prize tourny 
competition. AH wargaming competition will not 
be judged on an elimination basis, but will take 
into consideration how well a player plays over a 
mixed five-game series. Perennial fluke losers take 
notel We heartily recommend that if you live on 



the East coast, beg, borrow, or hitch-hike to 
attend. The New York convention site is too 
convenient to pass up. For registration informa- 
tion contact: MSC, Deen of Student's Office, Box 
56, St. John's University, Grand Central and 
Utopia Parkways, Jamaica, N.Y. 11432. 

For those of you who are tied up later in the 
summer, Spartan International is holding its First 
East Coast Convention at Fall River, Mass., June 
5-6, 1971. This convention, previously cited in 
this column, should prove to be the most unique 
convention ever held. The meeting place is none 
other than the battleship USS Mass. tied to the 
dock at Battleship Cove in Fall River, Mass. Phil 
Pritchard, one of the Spartan dynamos behind 
this intrepid effort, has bent over backwards to 
make this convention a success. Featured will be 
Naval miniatures (what else!), Napoleonic Minia- 
tures run by the New England Wargamers Associ- 
ation, Avalon Hill wargaming tournies, and a 
special banquet served in the Admiral's quarters 
in honor of Spartan International's fifth anni- 
versary. Mr. Russell Powell, and other distin- 
guished guests from the West Coast, will be in 
attendance. Plan to attend this veritable three 
ring circus if you do nothing else this summer. 
Phil will gladly furnish you with registration 
information by writing to him at Richards Hall, 
303 Harvard University, Cambridge, Mass. 02138. 

If you dismiss attending these events because 
of transportation difficulties, think again. Contact 
General friends in your area; form carpools, raise 
money for bus tickets. If accommodations are a 
hassle, see if you can borrow your neighbor's tent 
and find out what campsites are in the area. We 
have received word that there is some very cheap 
housing available at alt these conventions. So, 
before you dismiss the idea because of a lack of 
funds, check it out with the convention chair- 
man. 

If it's still out of the question because of 



RE-SUBSCRIPTION BONUS 

With this issue begins the 8th year of The General No! We are not going to increase the rales (at 
least not right now.) To the contrary, we are going to decrease the yearly subscription price to 
those current subscribers who bring in new customers. 

The loyally of our subscribers, many of whom have been with us since issue one, deserves 
more than a literary thank you. A rather healthy rise in the subscriber ranks has resulted in a lower 
per-issue printing cost which we intend to pass on to you - NOW. 

Effective immediately we will enter your one-year subscription renewal - FREE - when your 
order is accompanied by a fully-paid one-year subscription for someone else, in other words, it's a 
2 far 1 deal. And. for each additional new subscriber you get, an additional FREE one-year 
renewul will be entered for you. (Five new subscriptions means five years FREE to you ) 

The fully-paid order must be for a new subscriber:* it cannot be a renewal of some other 
person 's subscription. 

This offer will be valid clear through April, 1972: all renewal notices will remind you. But you 
do not have to wait until your renewal time: you may take advantage of this offer earlier, and as 
many times as you get new customers. 

All you have to do is to send your name, along with the name of a new subscriber and X4.9S 
to cover the cost of his subscription. Your subscription will automatically be extended one year 
from the date of its normal expiration. Our goal in '71 7/ ,0110 subscribers. 

! A new subscriber - one who has not taken The General since January 1970. 
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Plan of the Month 




Anzio I - 
Defense Plan Alpha 



by Daniel Lee 

The primary objective of any initial German 
troop set-up in Anzio Game I should be to 
preserve the front line forces. Holding geo- 
graphical areas should be secondary. The Allied 
player can pit 124 AF's against SO German front 
line DF's (42 other DF's are in reserve) on the 
first turn. All 50 DF's must be in the front line 
and it can be expected that the Allied com- 
mander will make full use af the FTST and 
attack all along the line. It is not inconceivable 
that between one-third and one-half of the 
German front line forces will be annihilated 
immediately. Further losses arc bound to occur in 
the confusion of the following turns if the initial 
damage is substantial. Not only will the German 
player suffer crushing losses but the Allied player 
wil! also be able to seize large tracts of defensible 
Italian territory. This scenario will occur no 



distance factors, start planning now to hold an 
area convention in your town in 1972. The 
convention rabblerousers from the Pacific North- 
west, the Southwest, and the South are still to be 
heard from and we know there are thousands of 
gamers in these locations. If you think you don't 
know how to plan a convention, or Open House, 
or Tournament, contact one or all of the fellows 
above and ask them how they got started. They 
will be only too willing to expound on their 
"trade secrets." Even an "Open-House" event is 
enough to get the ball rolling, get people inter- 
ested, and get planning for next season. It can't 
hurt to Try. 

At this writing, details of smaller conventions 
are in the planning stage. The IFW, in addition to 
their Lake Geneva convention, are planning 
others in Chicago and St. Louis; write immediate 
for those details. And, while we have received no 
official word from Sparta, we assume that an 
annual Long Beach California affair is forth 
coming. 

REMEMBER THE BIGGIES 

Fall River June 5-6 

Mil-Con HI July 11-12 

GenCon 4 August 21-22 



matter what the German subsequently does if he 
fails to piotect bis forces initially. 

The German front line forces must be posi- 
tioned in carefully selected sites where they can't 
be easily attacked and destroyed, which are 
synonymous using the FTST. This entails placing 
large stacks on doubled-up positions, for example. 
As for defending territory, the German should 
protect the Cassino-Formia area. This will prevent 
the Allied forces in the Anzio beachhead and the 
main battle front from linking up immediately. 
which will slow down any coordinated Allied 
attacks here, and also will allow 15 PiGD Div tu 
escape encirclement. The German should also 
hold onto Rome as long as possible as it is not 
only an important defensive position but also an 
essential communications center which benefits 
whichever protagonist controls il. One glance at 
the highway grid and the location of the Tiher 
River bridges will confirm this last remark. 

If the German is able to achieve these initial 
objectives, he should be able to make a solid 
fighting withdrawal to the Gothic Line. By the 
lime he reaches this strong position he will have 
been reinforced significantly, his replacement rate 
will have increased and that of the Allies de- 
creased. A slugging match will develop as the 
strength of the opposing forces approaches equali- 
ty, Favored by terrain and the UET, the German 
will win. This will only occur, however, if the 
German can prevent the Allies from blitzkrieging 
through to the Gothic line in the crucial first two 
or three months of the campaign. The German 
has to buy time in Ihis period and he can only 
do this if bis initial forces survive the First lew 
turns of the game relatively intact. 

With this in mind, I have constructed trie 
following initial German defense setup: 







MAX. 






ATT. 


UMT(S| 


POSITION 


ODDS 


Lehr/309 


E-46 


Unlimited 


SMln 


Frascati 


3-1 


4Para.334!nl T HuD/44 


Valmoutonc 


1-2 


2 Para, 94Inf 


H-47 


1-2 


715m 


H-49 


l-l 


65 tnf, 362 Inf 


Formia 


1-2 


71Inf,3051nf 


M-49 


1-2 


Jacgar/1 14 


0-47 


Unlimited 


1027 PzGD 


R-44 


Unlimited 


!028PzGD 


Chieti 


Unlimited 



The most striking aspect of this plan is the 
weak defense of the northern flank of the Anzio 
beachhead. Both this position and Chieti are 
weak spots in (he German line. This can't be 
helped since both positions are so exposed The 
German player has to decide whether to risk his 
forces here or allow the Allies to make a large 
advance. 1 have chosen to risk a large Allied 
advance here rather than lose valuable units. 
After studying the FTST, it is apparent that 
allowing a 2-1 or 3-1 odds battle to occur here is 
not good strategy since not only is there an 
excellent chance that the German units will be 
destroyed (7 or 9 DF's) but the Allied units will 
si ill probably advance two or three squares. The 
choice is, therefore, between allowing a 1-1 odds 
attack on the FTST or a 7-1 on the LIFT. 13 
DF's would limit the Allies to 1-1 odds and the 
Allied units have no chance of making a worth- 
while advance after combat, yet there is also a 
very good chance that these German units will be 
destroyed. I Hivor using a suicide unit since 
troops are worth more than territory at this state 
of the game. The situation is not as black as it 
seems, however. First, the most the German can 
lose here is one factor, not a serious loss. Second, 
there is a good chance that the Allies will be 
limited to only a moderate advance, e.g. three 
squares. Third, the Allied player may not chose 
to advance too far anyway since there is a large 
German force concentrated in the Valmonlone- 
Tivoli area ready to counterattack the Allied 
units, which will be on clear terrain. Fourth, a 
moderate Allied advance won't hurt the German 
too much. It will only block the Rome bridges 
and make Die Tiber line partially indefensible. A 
good counterattack may remedy the situation. 
There are other benefits to offering the Allied 
player this sacrifice. For one, the Allied com- 
mander will have to use many units in this attack 
if he wants to hold the ground he will probably 
overrun. This means that the other German units 
in the beachhead perimeter probably won't be 
attacked, including, perhaps, Frascati's defender. 
This will leave the German commander with a 
strong, concentrated force in a vital area. As for 
Chieti, the German has many strong lines of 
defense lo fall back to along the Adrialic so the 
loss of the Pescara River line isn't too important 
Anyway, this area is isolated from the mam 
battle area and is not usually the site of any 
major Allied attacks. In the Cassino-Formia area, 
the escape route of 15 PzCD Div and 715m Div 
is protected, so these units won't be trapped. 
Also, the units at Formia should be available on 
the second turn to block routes (J and 7 and keep 
the Allied forces divided for one more turn. This 
will allow the German time to build a solid line 
north of Rome. Then he can make a slow and 
painful (to the Allies, that is) withdrawal to the 
Gothic Line. It all depends on keeping your 
initial force intact. 

Daniel Lee 

5902 McLynn Avenue 

Montreal, Quebec, Canada 
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Random Thoughts... 



by Lenard Lakota, President IFW 

Our industrious Author appeared last month as 
the "Cover Boy, " He was shown testing our 
brand new introduction, Luftwaffe. At the 
bottom was the caption, "soon to be released. " 
Within 24 hours we received 7,558 orders for 
Luftwaffe and 4f\2 orders for Len Lakofka. In 
the "stor} } " done on the IFW leader, an ever- 
so-slight reference alluded to his failure to be 
numbered among the elite of the guest-authors 
for The General. In fact he had submitted not so 
much us one urticle for publication during the 
entire seven-year life of the magazine. 

Viere are no flies on Len. He caught the 
subtlety. And here is his initial effort , , . 

Been losing lately at Bulge as Germans? Why 
does a river in Stalingrad affect unit differently 
from a river in D-Day'' Why are the Italian units 
in AK so much weaker than the German units of 
nearly the same strength and with the same 
equipment 1 .' Why attack the 2S x 109 d 6:1 in 
Bulge"? 

Well, now that you am interested, let's see if 
we can't answer some of these questions. In 
short, I'd like to discuss game design, and tactics. 

In creating any game there must be rules, we 
all agree here (I hope) but what rules should we 
include? What concepts shall we cover? HOW 
shall we cover a concept? Let me illustrate what 
I'm discussing here. 

In the Africian campaign there was a morale 
problem when a comparison among British, 
German, and Italian units is made. Let's see how 
we could present this morale problem m the 
rules. We could use a different CRT for Italian 
combat (either attack or defense) to reflect that, 
even at the same odds, they would retreat faster, 
not advance as far. or do as well, overall, even 
when lliey had the same weapons and strength as 
si German unit. This would mean that Italian and 
German weapons would have the same value on 
the unit counters for equal strengths. 

We could give the Italian units a lower strength 
— in other words — we reflect their lower morale 
by saying that their strength is less, even though 
weapons and numbers are the same as their 
German counterparts. 

We could add rules forbidding Italian advance 
unless 3: 1 odds are achieved, We could say that if 
an Italian unit must retreat it must retreat one 
more hex than is called Tor. Thus we have 
accounted for the SAME concept in three ways! 

So what, you say? 1 only wish to point out 
that the CTeulion of the rules of the game must 
purl ray what occured as best as possible, but the 
unique way in which the rules do this is the game 
designer's art. AH has chosen to make the Italian 
weaker, than their weaponry would seem to 
indicate, to express the lower morale of Italian 
troops. 

This discussion is made so that you will accept 
the notion that EVERY rule has a purpose! It is 
not thrown in because it is cute or new. It is 
placed in the web of the game to produce both 
overall accuracy and play-balance. If you try to 
take REALITY and explain the rule you will fall 
flat on your face - as many who have tried to 
explain the disappearance of rough terrain when 
retreating in Bulge, the unGodly speed of In- 
fantry in 1914, the morbid slaughters in Stalin- 



grad and D-Day. etc. A good game, one you will 
play and enjoy, must simplify concepts - as J.E, 
Pournelle expostulates at every chance - and 
present them in such a way that INACCURACY 
of the individual rules is likely, but the OVER- 
ALL game is accurate. If you take one rule that 
you brand as unrealistic and inaccurate and 
change it to reflect reality, you take play-balance 
and blow it to high heaven! Imagine, for 
example, if all units moved as fast as they really 
could in a turn? 

Variants of a particular game are usually a new 
way of representing the same game, but changing 
the conceptualizations completely, to achieve 
higher accuracy. To add just one optional rule in 
just about any tournament game will throw 
play-balance in favor of one side or the other. 
Thus one variant rule will do the same. It is like 
removing one brick in a wall, substituting 
another, and hoping the appearance and struc- 
tural values of the wall remain the same. 

In Bulge, those of you who play often, know 
that the odds tremedously favor the Allied side - 
I'd say 55-60% arc allied victories in which all 
optionals arc used. If the German does win, he 
docs so because of good rolls on a good initial 
attack. If the Amer. is competent, unless you do very 
well on turn one, the German is doomed. A good 
German plays 6-8 initial attacks retaining supplies 
for 2 to 4 for use later, and attacks the 8 at 3:1, 
CCR at 8:1 or not at all, 28 x 109 at 6:1, 106 x 
422 @ 5:1, 106 x 423 @ 3:1, surrounds the Cav. 
unit, lead 99th regiments 6£ 3:1, remaining 99th 
reg <8 1:2 and the next reg of the 2nd, if at all, 
at 3:1, He places a fast unit or two on the OUR 
river and then starts to roll the dice, If he 
bottles up the 99th & 2nd, gets an engaged on 
the 4th lead unit, eliminates the CCR and get a D 
back 4 and A advance 4 on the 28 x 109 the 
AMERICAN HAS LOST! II he gets very bad 
rolls, i.e. 99th is forced down the road, 28 x 109 
back one, 4th only a contact, then American 
chances loom at 65% already! The argument 
about so much riding on the dice (stock market) 
in one turn has been made. Yet what to do? You 
could try Don Lowry's idea and create an entire 
new game on the same battle (OPERATION 
GRIEF) and create an entire new "wail" to 
better produce the real situation. You can play 
around with the optionals a little to achieve 
balance against your opponent. (As an aside, here 
is a variation thai makes AH Bulge a 50-50 game! 
Start with a 15PM 'A turn for each side! That is; 
American sets up. German places his units in the 
appropriate areas, by moving them in on the 
roads or the board edge, one at a time, except 
for 2 entire divisions, which he may place 
freely ([note this must be 2 actual divisions — not 
6 regiments so as to equal divisions] ).NOW, allow 
the Allied player to move ail units up to 2 hexes, 
subject terrain, and WITHOUT the road bonus! 
From here play is normal BUT allow the German 
supplies for 1 1 initial attacks, 8 subsequent on 
turns 2 & 3 and then 6 supplies per turn for the 
rest of the game). 

Now finally, in this mass of random thoughts, 
let's look at tactics of ALL wargames! Gad, all 
wargames you cry! 

When Henry Wargamcr sends in the "perfect 
plan", the "best defense" or "the Strategy and 
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tactics of . . . . ,", what is he doing? He is saying 
that "From the experience I have gained in 
playing Albania 1888 this is the best way to 
proceed because it gives me good results." In 
shorl, he is, via this article, giving you the key to 
the sophistication in the game that he has 
achieved! Every game has tricks in good play! 
Now let's see how you can learn these tricks 
YOURSELF, without the help of Henry War- 
gamcr - who isn't any more intelligent than you 
anyway! 

After you have played the game once or twice, 
so that you have the mechanics down pat, you 
dissect three things, THE BOARD, THE CRT and 
THE RULES. This is done in this simple manner. 
Take a few units of each type and move them 
around on the board. Place them here and there. 
What does this prove? Well by moving them you 
will learn what avenues can cause a unit to move 
quickly, you will learn what avenues allow inter- 
cooperation between advancing wings. You will 
learn also, what avenues to cut so as to deprive 
your opponent of his best avenues. You will Icarn 
which hexes are more important in defense 
because of ease of retreat, as well as the best 
position to block the enemy advance. You will 
learn what hexes prevent enemy advance, which 
hexes will compromise two fronts, if captured, 
etc. E.g. (using Bulge again) N-28 is spotted at 
once as a fortification site, as is DD-24, EE-22. 
Putting Peiper on QQ-17 will kill the Allied 
player if he doesn't block the road to HoulTalize, 
a unit on LL-30 if retreated permits the German 
only a one hex advance, JJ-32 allows the German 
to advance down the road after you. CC-34 is a 
terrible fortification position, because if kicked 
out, unless there is an Allied unit adjacent to 
CC-34, the German can advance next to 
Bastogne. La Rnuche is more important than 
Bastogne!!!!! MM- 1 8 compromises both the 
Houffalize road and Vielsalm, etc. 

The examination of the CRT is next! This 
should be done statistically! Calculate the chances 
of each possible result. When you attack you can 
then select the BEST odds for the result you 
want! Eg. the 28 x 109 is hit at 6:1 because you 
want the best chance for the longest ADVANCE. 
You hit the lead unit of the 4th Div. at 3:1 
because you want to be sure to keep TT-30 to 
deprive the Allied player the use of the 31 
diagonal road! (use pure armor only) You attack 
106 x 422 at 5:1 so that you won't get an 
engaged! Thus the 422 MUST counterattack you 
and kill himself! etc. You also statistically 
analyze every table involving probability! Look at 
the Russian front table in 1914. Calculate the 
TOTAL number of units that must go to the 
front if 1 through 6 are thrown and then divide 
by six. You now have an average statistical 
probability of the outcome - it could surprise 
you. 

Finally, look at the rules. I have tried to tell 
you that rules should be looked at as; WHY was 
the rule written; THEN at; what are its effects?" 
II yon do this you will find all of the little tricks 
out that allow you to, very subtly, shaft your 
opponent. 

If you work at a game, instead of having 
someone tell you a good tactic, you will not only 
play (he game better, more rapidly; you will 
astound your opponents at your thrilling grasp of 
history, tactics, and military maneuver. 
Lenard Lakofka 
1 806 N. Richmond 
Chicago, 111. 60647 
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'Jagdriger" Self-Propelled 120mm Gun 
C ttltjsrration by Don Ltrwry 



Panzerblitz Situation 13 



by Tom Oleson 

The general enthusiasm for Panzerblitz seems 
tempered by criticism of the situations provided 
This is easily remedied, since inherent in the. 
game is scope for variants limited only by the 
ingenuity of the gamer. Here are the rules for a 
situation I've found to be well-balanced, and 
amply supplied with that nail-biting tension so 
essential to wargaming pleasure! Moreover, the 12 
units on each side for which no situation is 
provided can be used. 

Each player has 1000 poinls from which to 
select his combat force. Each unit has its own 
point total, arrived at as follows; 

1 . Tanks and tank destroyers 

Add the sum of al! four factors, for example: 

16 AF (attack factor) 

I 2 RF (range of factor) 

1 2 DF (defense factor) 

10 MF (movement factor) 

50 points = 1 Panther tank unit 

Other examples would be 52 points for a 
Joseph Stalin III tank unit, or 54 lor Tiger Us. 
Therefore, wilh l.tits 1000 points provided, one 
could select, just as an example, all 12 Panthers 
(12 x 50 ■ 600 points), plus 400 points-worth of 
other units. 

2. Assault guns 

These are all "H" (howitzer) class weapons, 
able to employ their full attack factor against 
armored vehicles only at 'A range. Moreover, some 
of the "H" class weapons, such as the Russian 
SU-152, are quite "expensive" (high in point 
value}. For this reason, count only 'A their range. 
for example: 

40 AF 
5 RF (>A of 10) 

16 DF 
7 MF 

68 points = 1 SU-152 unit 

Another example would be 33 points for the 
German Wirbelwind. 

3. German self-propelled artillery 

Treat it just the same as assault guns, for 
example, Hummel = 86. Even so, these units arc 
expensive when one has only 1 000 poinls to spend, 

4. German armored cars 

Treat the two types with an armor-piercing gun 
just as tanks, that is, add up all four factors. For 
the SdKfz 234/1, which mounts a 20 mm 
howitzer, take only 'A of the range. Examples: 



28 points - Puma 

23 points SdKfz 234/1 

5. Transport 

Wagons = 4. 

For trucks, add together the DF (1) with 
one-half the MF (6), for a total point value of 7. 
Once off roads, trucks arc so hampered by terrain 
that their value is excessive if full MF is counted. 

Hall-tracks also cost too much if all 4 factors are 
added. Since there is no way they can attack any 

armored target, or each other, and since they can 
not use close assault, do not count either AF or 
RF: 

OAF 

0RF 

4DF 

10 MF 

14 point value of a German halftrack unit 
(Russians = 1 2), 

6. Russian cavalry 

Like infantry, cavalry are most effective using 
CAT. Therefore, the range of 3 is of little practical 
benefit over a range of just I. 

I0AF 
I RF (not 3) 

8DF 

I MF (not 3) 

21 points for a cavalry squadron. 

7. CP's = 1 point. 

8. Infantry 

As explained above, the extra range which some 
of these units have is seldom used, and therefore 
would handicap lliern unfairly. So, consider nil lo 
have a Range Factor = 1, and add that with the 
other 3 factors: 

26 points - Russian guards company 
9 points - German security platoon 

9. Towed guns 

These units suffer from 3 defects: a nominal 
Defense Factor, little or no mobility, and in some 
cases, an Attack Factor so negligible that you think 
they must be throwing rocks at the enemy! 
Therefore, I've found that it works well to count 
only 'A of the AF and Ihe RF, adding il to the DF, 
such as it is, and the MF, if any. For example: 
1 Vi AF 

6 RF 

3 DF 
I MF 

I \'A - Russian 82mm (horse-drawn) mortars. 

A German "88" costs 21 points. Lest you think 
this makes guns too cheap, repeat my experiment 



THE GENERAL 

of taking 70 units mostly trucks and guns - and 
watch a much smaller (in number of units) force 
chew them up! 



Victory conditions 

That player wins who has the most units on the 
center board al the end of Ihe 12th turn. Equal 
numbers would mean a tie. In order to equalize the 
difference between Russian and German forces, an 
alternative is to play two games, the winner being 
the player having the most units on the center 
board, considering both games. For example, if I 
am Russians in Game I, and at Ihe end have 3 units 
less than you, but then, with sides reversed, in 
Game II, I have only 2 units more than you, you 
would win by 1 unit. This isn't necessary, however, 
to have a very close, hard-fought contest. There are 
no "shades" of victory, as in the other Panzerblilz 
situations. With the exception of an equal number 
of units at Ihe end (rather unlikely), there is always 
a winner and a loser. 

Sequence of play 

Each player selects his army, taking 40 or 50 
units, or whatever he chooses, for a total of not 
mure than IQ0Q points, as explained above. 
Speaking from the experience of a number of 
games using this system, 1 have found that a 
well-balanced force comprising units of all types is 
best. This will usually total 45-55 units. Neither I 
nor my adversaries have done well either with a 
small but powerful force, or a very large force, but 
I'm willing to be proven wrong! 

Only after making their selections do the players 
reveal what they have chosen; no fair changing 
then! Since the player wilh less units must be the 
aggressor, he enters first. In case of a tie, Russians 
enter first. 



Terrain 

A very experienced war-gamer once told me that 
he would relish a game in which he would not have 
that intimate familiarity with the terrain that 
comes after you'd played it many times. To 
achieve this element of surprise, I suggest a random 
determination of the board configuration, to be 
made only after each force is chosen. This also puts 
a premium on a balanced force, capable of fighting 
it out on board I, 2, or 3. Nor need the center 
board be one of those 3. It can be a combination 
of half of one board abutted wilh half of another, 
wilh the 3rd board joined in a symmelrical way. 

A die can be rolled to determine the jux- 
taposition of each board with the others. Chance 
can also determine the opposite coordinates from 
which the contending forces enter, to meet head 
on in combat for possession of that center board! 
The ideal situation is lo have just one unit less than 
your opponent, so you get the advantage of 
entering first without having to kill too many units 
to catch up. 

A final word: one of the beauties of Panzerblitz 
is ils infinite expandability. I personally enjoy this 
situation 13 even more when several extra board 
sections are added next to the center board. The 
rules can remain the same, but there is more room 
for maneuver, 

Tom Oleson 

1 15-7 Hilltop Road 

Smoke Rise 

Kinnclon, New Jersey 07405 
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Exploiting 
the Initiative 
in Bulge 



This is the second in a series of articles 
reprinted from out of the past. Articles selected 
for this series are those voted "most outstanding" 
by readers of the periodicals in which they 
appeared. We are reprinting here Part II of Don 
Lowry's article with permission granted from The 
International Wargumer, Vol .7, Nos. 4 <£ 5. 

So far in this series, I have descrihed tactics to 
use as the German in BULGE involving the 
extensive use of" lateral lines of communications 
to switch forces from one route west to another 
- thus hitting the American where he is most 
vulnerable and forcing him to spread his forces to 
defend all routes in strength. Also. I recom- 
mended 3 strategy that avoids piling most of our 
forces into a direct push at Bastogne. Instead, we 
miske Die main thrusts on the northern and 
southern flanks, thus drawing the defenders there 
also - and away from Bastogne, Then we can use 
the tactics mentioned above and redirect our 
forces in a sudden drive on that vital road center. 

Last issue, the northern half of a first move 
was described which would get us started on 
implementing this strategy. The primary objective 
in that northern sector was the clearing of the 
north-south road through St. Vith by blocking or 
eliminating most of the reinforcements to that 
immediate area. The set-up described had a 50-50 
chance of doing just that. Secondary objectives 
were: block off the U.S. 2nd and 99th divisions 
so that they couldn + t block our westward move- 
ment and eliminating the 14th C'av. Gp. and the 
lOfj/422. 

Now we turn our attention to the southern 
sector. Here the eye is caught immediately by 
Clervaux. First of all, it is the center of a road 
net; secondly, it's a fortress, thirdly, it's on the 
direct road to Bastogne. The main thing about 
Clervaux. however, is that the units in and 
around it arc astride the north-south road we 
used for communication with our units in the 
northern sector. More important to us than the 
town of Clervaux, howevei, are the two American 
infantry regiments in it and next to it. If we just 
run them away from Clervaux we have the town, 
but these regiments will live to fight another day, 
and will still be between us and the Meuse, But if 
we could get between them and Bastogne they 
would be out of things, temporarily al least, and 
some other units would have to cover the 



Clervaux-Bastogne road. The American doesn't 
have that many units to spare. 

This, then, is the purpose behind the seventh 
attack a 6-1 against the 28/109. With three 
spaces to stack attackers on we could gel 8-1 if 
we wanted to. But the object is not to eliminate 
the 28/109 but to advance as far as possible. The 
ideal result would be "D back 4, A advance 4" 
then we would retreat the 28/109 to KK-30 
advance the Panzer Lehr Division to LL-27, the 
352nd Volfcsgrenadier Div. to MM-30, the 13th 
and 14th Parachute Regiments to MM-28, and 
hold the ISth Parachute regiment at 00-26. This 
is made possible, of course, by the lack of zones 
of control on the part of units in fortresses. The 
Pz. Lehr Div. at LL-27 completely prevents the 
28-1 !C + 112 from moving west while it 
threatens a direct advance on Bastogne. The 
352nd Div. at MM-30 is in position to move next 
turn to block the road running south from behind 
Willz. The two parachute regiments iit MM-28 
prevent Ihe 28/109 from counterattacking, 
and the ISth Para. Rgt. at 00-26 prevents either of 
the other two regiments of the 28th Div. from 
crossing the Our River and drawing us away in 
the wrong direction. This attack was designed 
with Play-By-Mail games in mind, where the odds 
of getting lo advance 4 are 2 in 10. or 20% In 
face-to-faee play they're only I in 6, or 16.67%, 

An advance of 3 is almost as good, however. In 
such a case retreat the defender to LL-29, advance 
the Pz. Lehr Div. to MM-27 and the 352nd. Div. 
to MM-29, and leave the 3rd Para. Div. at 00-26. 
Pz Lehr or least its /.one of control still 
blocks the American withdrawal westward and 
still threatens an advance on Bastogne; the 352nd 
still is in position to move next turn to block the 
road running south from behind Wiltz while also 
blocking any counterattack by the 28/109: and 
the 3rd Parachute is still hlocking an American 
move to the east of the Our, (Cd, note: it is both 
an AH and IFW BULGE ruling that retreat of the 
loser, in a battle, is the loser's option, not the 
winner's.) 

So an advance of either 3 or 4 will serve our 
purpose. The odds of getting either one or the 
other are 2 in 6, or 33.3%, for FTF, but for PBM 
are 4 in 10, 40%. II will be recalled that the 
chances of preventing more than one unit from 
reinforcing the St. Vith area arc 50%. Now 
imagine a graph ten columns wide and ten rows 
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high. Let's say that the ten columns stand for the 
10 possible outcomes of this battle and the 10 
rows for the chances of blocking most of the 2nd 
and 99th divisions. The 10 rows crossing the 10 
columns form 100 squares. In each square one 
possible result of this buttle meels one possible 
outcome of the other. We know that 5 of the 
rows represent favorable results up north, and 4 
of the columns represent a favorable outcome 
here. Therefore, in 20 of these 100 squares both 
favorable results meet - 20% of Ihe games played 
with this set-up will see results of both battles in 
our favor. Such results should GUARANTEE p 
German Victory; the American player could not 
possibly cope with the situation that would 
result. The reverse situation, however, is the one 
to watch. 5 of the rows favor our opponent and 
6 of the columns. This means, then, that 30% of 
the time both results will go against us. That may 
sound bad, hut it means lhat 70% of the games 
played with this initial move will give favorable 
results in either one manutsver of the other, or 
both. To be precise: 20% both, 50% one or Ihe 
other, 30% neither. 1 feel that getting just one of 
these two coups - either one - gets us off to a 
very good start. (For FTF play the graph is not 
10 by 10 but 6 by 6, and the percentages are: 
16.67% both, 50% one or the other, 33.3% 
neither - still pretty good odds.) 

Results or*. .. advance 2" aren't a complete 
loss, either. Advance the Pz. Lehr to NN-27 and 
the 352nd to NN-2S, and the Clervaux-Wiltz road 
is completely blocked, at least. Or you just might 
eliminate the 28/109 now. and that's one less 
enemy unit to get in Ihe way next turn - and 
the rest of the game. 

In fact, attrition can play a very important 
part in this game, though the Battle Results Table 
might seem to minimize it. But eliminating 
enemy units is just as important as inking ground, 
if not more so. I*tn not talking about the concept 
that the destruction of the enemy forces should 
always be the primary object of our own forces 
— that's on the grand-strategy level. Our strategic 
objective is still the crossing of the Meuse. I am 
saying, though, that attrition of Ihe enemy will 
help get us there. As the American player falls 
back toward Bastogne, the roads he must block 
converge, so that a slowly-dwindling force can 
still cover ihem. But once past Bastogne the 
roads divurge rapidly, and, if you've blooded him 
like you should, he's probably going to be 
stretched nearly to the breaking point. The lime 
to start this attrition is immediately if nol 
sooner. 

For this very reason the eighth attack is an 
out-and-oui attempt to eliminate the 9/CCR with 
■in 8-1 attack Here the odds are 7051' PBM or 
66.7% FTF. Using the set-up outlined in this 
and the previous part of the series, we should 
average eliminating 2.7 enemy units of 10.8 
factors in a PBM game, or 2.5 units of 10 factors 
FTF. This is, of course, just a statistical average; 
like the family with 3.6 members, it is impossible 
to accomplish exactly. What it means is lhat you 
will probably eliminate either 2 or 3 enemy units 
this turn. In FTF you're just as likely lu gel 2 as 
3. but in PBM, 3 a little more often than 2. Of 
course, you'll occasionally get even more, or less, 
with a minimum of and a maximum of 5. If 
you work at it you can average 3 or more enemy 
units per (urn for a quite a while. If you do, the 
American front will eventually stretch so thin you 
can break right thorugh it. 

Attacks number 9 and number ID are a 1-2 



PAGE 7 



THE GENERAL 




against the 4/12 + 4/16 and a 1-1 agamsl 4/R 
respectively. The hope, of course, is to "engage" 
one or more of these units so they can't be 
placed more directly in our path and can prob- 
ably be wiped out next turn, Not quite as good, 
but still desirable, would be results of "Contact" 
or "D back'* - thus breaching the Our River line, 
at least. The odds here are: Battle No. 9 PBM: 
Engaged - 20%, D back - 20%, Contact - 20%, 
A back - 40% - FTF: Engaged - 16.7%, D back 
1 6.1%, Contact - 16.7%, A back - 50%, 
Battle No. 10 - PBM: FJngaged 30%- ■ FTF: 
Engaged - 33.3%, D back - 16.7%, Contact 
16,7%, A back - 33.3%. Again, the important 
thing is the combined odds of the two attacks. 
The chances of both attacks ending in "Engaged" 
are d% PBM or 5.56% FTF: the chances of 
getting "Engaged" on one or the ulher altac.k are 
44% PBM or 44.4% FTF. The odds ol" bolh 
attacks ending in "A back" are 1 2% PBM or 
16.7% FTF. So the chances are 88% (PBM) or 
83,3% (FTF) of at least breaking the Our river 
line. 



What to do on the second move depends on 
the outcome of each of the attacks made the first 
move and on the enemy's preaction. Here are 
some things to try for if you're in a position to 
do so. Try to get one or more units lo square 
PP-I I, or even better: 00-1 2 This will cut off all 

American units still north of Malmedy. Also, a 
unit or two on 00-13 will interfere considerably 
with your opponent's movement between the 
northern route and the St. Vith - La Roche 
road. Try lo move around the end of the river at 
LL-20 to get in position to outflank Vielsam. If 
you succeeded in getting west of Clervaux an the 
first move, push vigorously on towards Bastogne 
and you just might get there before the American 
Paratroopers do! 

Get across the Clerl River near Diekirch with 
strong forces and an eye to eliminating any 
American units that tarry too long in the open 
terrain. This southern route to Bastogne should be 
pushed with considerable force, partly, because it 
complicates Hie enemy's defense of Bastogne 
considerably. Also, our possession of this area 
prevents him from using it to harbor units for a 
future attempt to retake Bastogne. 

As you push westward the enemy will 
probably abandon the road between Clcrvaux and 
Si Vith. If he doesn't you con surround and 
destroy whatever units he leaves there. Then, 
with the road open all the way from Diekirch to 
St. Vith, you can switch units from one area to 
another at will. The importance of this was 
discussed in Part I. But the further west you 
advance, the further apart arc your units — in 
terms of their ability to supporl each other. For 
this Teason you should keep in mind the 
desirability nf controlling any short cuts. 

One such short cut is the road from St. Vith 
and Vielsam to Stavelot. This - not via Manschau 
and Malmedy - is the proper approach to the 
northern route and will be the link between this 
route and the Vielsam - La Rouche road. 

Further soul h is a loop that starts half-way 
between St. Vith and Clervaux, runs southwest 
and then turns east again to Clervaux, runs 
southeast and then turns east again to Clervaux. 
This loop will considerably shorten the distance 
which reinforcements from St. Vith must Iravel 
to reach the direct approach or vice versa. And 
the road from Clervaux through Wiltz to Diekirch 
will greatly shorten the connection between the 
southern flank and the rest of your forces. 

The road running north and south through the 
center of the board from FF through Martclange. 
Bastogne, HouffalUe, Manhay, and Aywuille to 
HB, is of the greatest strategic importance. While 
in the enemy's hands it gives him very good 
strategic mobility. So it is important to block his 
use of it - the sooner the better - then fight to 
gain the use of it ourselves. 

Another important thing about this road is 
that it passes through three very important 
squares: Bastogne;, DD-24 and CC-18 These are 
the three most important squares on the board, 
because every single possible supply route to the 
Meuse passes through one of them! 

Obviously, then, we must keep enemy zones or 
cfjnlriil away from at least tine of these and 
preferably alt three. Prudence would indicate the 
desirability of controlling at least two of them so 
that if you should lose one to a counterattack, it 
won't cut off your units west of the Meuse. It 
would greatly facilitate things, of course if the 
Iwn which we control are adjacent, rather than 
separated. The hardest one to take is likely to be 



CC-18 so I'd concentrate on the other two. All 
three are desirable, however, and not too much 
to ask for. 

Now, what happens if our opponent refuses to 
follow our script? We are planning heavy attacks 
on the northern and southern flanks in order tD 
draw defenders there and away from Bastogne. 
So what if he refuses to be drawn? Well, the 
essential idea of good tactics is to put your 
opponent on the horns of a dilemma. That is: 
you've got him either way he goes. So, iT he 
insists on ignoring your flunk attacks, then push 
lliein for all you're worth. 

There is more than one road to the Meuse! If 
your opponent still will not weaken the Bastogne 
front, cut it off and surround it Then you'll get 
not only tile town, but the American units 
defending it as well! 

I'd advise you to not normally try to cross the 
Meuse until you control Bastogne. but if you 
control secure routes through holh I) 2 24 and C 1 
(CC)-I8, it can be attempted. Stay loose and 
don't tie yourself to any fixed timetable Or 
strategy. Above all, keep pressing as hard as you 
can. Don't let up on your opponent for a second. 

Well, let's wind up this overly-long discourse 
with a few observations on tactics. Some or all of 
these ideas may seem elementary to many of 
you, but perhaps some of you will learn some- 
thing new. For instance: It often pays to try to 
get "engaged" with an enemy unit if you are sure 
its neighbors will be forced back. The engaged 
unit, not being able to pull back to the new tine, 
is easily surrounded and eliminated of the follow- 
ing turn. The best odds for this are 1 to 1 or 2 
to 1 (33 1/3% FTF, 30% PBM). 

Be careful, when attacking at three to I, four 
to one, five to one, six to one or seven - one, 
not to needlessly risk losing larger and/or more 
mobile units in an exchange when smaller and/or 
less mobile units could be used instead. There 
are times when it can't be avoided, such as the 
attack on the 2nd Div. described in Part II. But 
normally it pays to include in each attack enough 
4-3's to niatch the defender's strength for an 
exchange (don't forget to allow for the doubling 
or tripling of the defender). Of course, use 8 to 1 
odds when you can get them, eliminating the 
possibility of an exchange. 

It is often useful lo group the panzer and 
panzergrenadier units in stacks totaling 24 
factors. Since most of the American units, you 
will be attacking, are 4-4s and will normally be 
encountered on doubling positions, it makes sense 
to group your units in stacks that are multiples 
of 8. The SS panzer divisions are jusl the right 
size (except 1SS which has one excess factor). 
The other panzer units (after the Fuhrer Escort 
Brigade arrives) can be arranged into 3 SUCll 
stacks two of them composed of 104, 8-4 and 
6-4; and the third is 12-5, 8-4, + 5-4. This leaves 
one 6-4 and one 5-4 left over to serve as 
replacements and to do odd jobs. Don't hold to 
these groupings very rigidly, however. Flexibility 
is essential to good tactics. 

Try to take advantage of every opportunity to 
attack enemy units when their retreat routes are 
blocked. Sometimes you can surround one unit 
by driving away its neighbor, as in diagram No. 
1. Here the 6 to 1 attack guarantees the stack of 
7-4s is blocked from letreating north, northeast, 
or northwest because the 12-5, 8-4, and 54 will 
maintain the position shown The I to 4 against 

(continued page 10) 



Order of Battle - Luftwaffe 

Here's that portion of the research material 
that didn't make the game's Campaign Briefing 
Manual because of space limitations. We include 
it here for those who have asked for our heads 
because we left it out . . . 



The following list shows all U.S. A. A. F. com- 
bat units committed to the European theater. 
The letter fallowing the Group identification 



number indicates the type of unit. F=Fighter, 
B=Bomber and R=Reconnaissance. Mos* of 
the Reconnaissance and Transport groups 



have been omitted from this list because the 
contributions to the war effort, while vital, 
were generally of a passive nature. Under the 
Type column you'll find the equipment Used 
by the unit when it first entered combat. The 
date upon which it first fought is listed under 
the Air Force which commanded it. When 
several Air Forces commanded a unit, the 
date on which it began service with each is 
listed. Double dates mean the unit left and 
returned on the second date. The date upon 
which units began operations with new equip- 
ment is listed in the CHANGE FROM 
ORIGINAL EQUIPMENT. 



GROUP 


TYPE 


8th AF 


1 F 


P-38 


Aug42 


2F 


Q-17 




4 F 


SPITFIRE 


Oct43 


12 B 


B-25 




14 F 


P-38 


Oct42 


17 6 


B-26 




20 F 


P38 


Dec43 


27 F 


A36 




31 F 


SPITFIRE 


Aug42 


33 F 


P-40 




34B 


B-24 


May 44 


36 F 


P-47 




44 B 


B-24 


Nov42 


47 B 


A 20 




48 F 


P-47 




50 F 


P47 




52 F 


SPITFIRE 


Aug42 


55 F 


P-38 


Oct43 


56 F 


P-47 


Apr43 


57 F 


P-40 




78 F 


P-38 


Dec42 Apr43 


79 F 


P40 




81 F 


P39 




82 F 


P-38 




86 F 


A-36-P40-P-47 




91 6 


B-17 


Nov42 


92 B 


B-17 


Sep42 


93 B 


B-24 


Oct42 


948 


B-17 


Jun43 


968 


B-17 


May43 


97 a 


B-17 


Aug42 


988 


B-24 




99 B 


B-17 




100 a 


B-17 


Jun43 


301 B 


B-17 


Sep42 


303 B 


B-17 


Nov42 


305 B 


B-17 


Nov42 


306 8 


B-17 


Oct42 


310B 


B25 




319 a 


B-26 




320 B 


B-26 




321 B 


B-25 




322 B 


B-26 


May43 


323 B 


B-26 


Jul43 


324 F 


P40 




325 F 


P-40 




332 F 


P-39 




339 F 


P51 


Apr44 


340 B 


B-25 




344B 


B-26 




350 F 


P-39-P-400-P-38 




351 B 


B-17 


May43 


352 F 


P47 


Sep43 


354 f- 


P-51 




355 F 


P-47 


Sep43 


356 F 


P-47 


Oct43 



9th AF 



Aug42 



May 44 



Apr44 
May 44 



0ct42 



Aug42 



Oct43 
Oct43 
Jan43 



Apr43 
Mar44 



Dec43 



12th AF 

Nov42 
Apr43 

Aug43 
Nov42 
Dec42 Jan44 

Jun43 
Nov42 
Nov42 



Nov42 



15th AF 

Nov43 
Dec 43 



Nov43 
Nov43 



Apr44 



Nov42 



Aug43 
Feb43 
Mar43 
Jan43 

Dec42 
Jul43 



May 44 



Nuv43 



Nov42 
Sep43 
Mar43 

Nov42 



Dec 42 

Nov42 Jan44 
Apr43 
Mar43 



Oct43 

Apr 43 
Feb44 

Aug43 

J an 43 



Nov43 
Nov43 
Nov43 

Nov43 



Nov43 



Oec43 
May44 



SQUADRONS 

1 2 3 4 6 19 91 
20 49 % 429 
334 335 336 

81 82 83 434 

37 48 49 50 
34 37 95 432 
55 77 79 
522 523 524 
307 308 309 
58 59 60 

4 7 18 361 

22 23 53 

66 67 68 506 

84 85 86 97 
492 493 494 495 
10 81 313 445 

2 4 5 

38 338 343 
61 62 63 
64 65 66 

82 83 84 

85 86 87 
91 92 93 
95 96 97 
525 526 527 
322 323 324 401 
325 326 327 407 
328 329 330 409 
331 332 333 410 
337 338 339 413 
340 341 342 414 
343 344 345 415 
346 347 348 416 
349 350 351 418 
32 352 353 419 

358 359 360 427 
364 365 366 422 
367 368 369 423 
379 380 381 428 
437 438 439 440 
441 442 443 444 
445 446 447 448 
449 450 451 452 
453 454 455 456 
314 315 316 
317 318 319 

100 301 302 
503 504 505 
486 487 488 489 
494 495 496 497 
345 346 347 
508 509 510 511 
328 486 487 

353 355 356 

354 357 358 

359 360 361 



CHANGE FROM ORIGINAL 
EQUIPMENT 



P-49 Mar43 P-51 Apr44 
Leaves for India Feb 44 



P-51 Jul44 

P-40 Jan44 P-47 Jun44 

P-51 Apr44 

Leaves for India Feb 44 

B-17 Oct44 



P-51 May44 
P-51 Jul44 

P-47 Mar44 

P47 Apr43 P-51 Dec44 

P-47 Jun44 

Leaves for India Feb44 



B-25 Nov44 Withdrawn Jan45 to U S. 



P-47 Jul44 

P-47 Oec43 P-51 May44 

P-47 May44 P-51 Jun44 



P-47 Sep44 

P61 Apr44 

P-47 Nov44 P-51 Feb45 

P-51 Apr44 

P-51 Nov44 
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GROUP 


TYPE 


8th AF 9th A F 12th AF 


357 F 


P-51 


Feh44 


358 F 


P-47 


Dec43 Jun44 


359 F 


P-47 


Dec43 


361 F 


P-47 


Jan 44 


362 F 


P-47 


Feb44 


3G3R 


P-51 


Feb44 


364 F 


P-38 


Mar44 


365 F 


P-47 


Feb44 


366 F 


P-47 


Mar44 


367 F 


P-38 


May44 


368 F 


P-47 


Mar44 


370 F 


P-38 


May 44 


371 F 


P-47 


Apr44 


373 F 


P-47 


May44 


376 B 


B-24 


Oct42 Sap43 


379 B 


B-17 


May 43 


381 B 


B-17 


Jgn43 


384 B 


B-17 


Jun43 


385 B 


B17 


Jun43 


386 B 


B-26 


Jul43 Oct43 


387 B 


B-26 


Aug43 Oct43 


388 B 


B-17 


Jul43 


389 B 


B-24 


Jul43 


390 B 


B-17 


Aug43 


391 B 


B-26 


Feb44 


392 B 


B-24 


Sep43 


394 B 


B-26 


Mar44 


397 B 


B-26 


Apr44 


398 B 


B-17 


May44 


401 B 


B17 


Nov43 


404 F 


P-47 


May 44 


405 F 


P-47 


Apr44 


406 F 


P-47 


May 44 


409 B 


A-20 


Apr44 


410 B 


A-20 


May 44 


416 B 


A-20 


Mar44 


445 B 


B-24 


Dec43 


446 B 


B-24 


Dec43 


447 B 


B-17 


Dec43 


448B 


B-24 


Dac43 


449 B 


B24 




450 B 


B-24 




451 B 


B-24 




452 B 


B-17 


Feb44 


453 B 


B-24 


Feb44 


454 B 


B-24 




455 B 


B-24 




456 B 


B-24 




457 B 


B-17 


Feb44 


458 B 


B-24 


Feb44 


459 B 


B-24 




460 B 


B-24 




461 B 


B-24 




463 B 


B-17 




464 B 


B-24 




465 B 


B-24 




466 B 


B-24 


Mnr44 


467 B 


B-24 


Apr 44 


474 F 


P-3B 


Apr44 


479 F 


P-38 


May 44 


482 B 


B-17 & 24 


Sep 43 (Pathfinders) 


463 B 


B-17 




484 B 


B-24 




486 B 


B24 




486 B 


B-24 


May 44 


487 B 


B-24 


May 44 


469 B 


B-24 


May 44 


490 B 


B-24 


Jun44 


491 B 


B-24 


Jun44 


492 B 


B-24 


May 44 


493 B 


B-24 


May44 



15th AF SQUADRONS 
362 363 364 
365 366 367 
368 369 370 
374 375 376 
377 378 379 
160 161 162 
383 384 385 
386 387 388 
389 390 391 
393 393 394 
395 396 397 
401 402 435 
404 405 406 
410 411 412 
Nov43 512 513 514 515 
524 525 526 527 
532 533 534 535 
544 545 546 547 
548 549 550 551 
552 553 554 555 
556 557 558 559 
560 561 562 563 
564 565 566 567 

568 569 570 571 

572 573 574 575 

576 577 578 579 

584 585 586 587 

596 597 598 599 

600 601 602 603 



FROM ORIGINAL EQUIPMENT 



P-51 Apr44 
P-51 May44 



F-5 Si F-6 in Aug44 
P-51 Jun44 



P-47 Feb45 
P51 Mar45 



A 26 Jan45 



A-26 Apr45 





612 613 


614 


615 






63 I 


54 66 








509 


510 


511 








512 


513 


514 








604 


641 


642 


643 


A-26 Oec44 




648 


649 


GSO 


651 


A-26 Apr45 




668 


669 


670 


671 


A-26 Nov44 




700 


701 


702 


703 






704 


705 


706 


707 






708 


709 


710 


711 






712 


713 714 


715 




Jan 44 


716 


717 


718 


719 




Jan44 


720 


721 


722 


723 




Jan 44 


724 


725 


726 


727 






728 


729 


730 


731 






732 


733 


734 


735 




Jan44 


736 


737 


738 


739 




Feb44 


740 


741 


742 


743 




Feb44 


744 


745 


746 


747 






748 


749 


750 


751 






752 


753 


754 


755 




Mar44 


756 


757 


758 


579 




Mar44 


760 


761 


762 


763 




Apr44 


764 


765 


766 


767 




Mar44 


772 


773 


774 


775 




Apr44 


776 


777 


778 


779 




May44 


780 781 


782 


783 






784 


785 


786 


787 






788 


789 


790 


791 






428 


429 


430 








434 


435 


436 




P-51 Dec44 




812 


813 


814 






Apr44 


815 


816 


817 


840 




Apr44 


824 


825 


826 


827 




May 44 


828 


829 


830 


831 






832 


833 


834 


835 


B-17 Jun44 




836 


837 


838 


839 


B-17 Aug44 




844 


845 


846 


847 


Nov44 withdrawn to U.S. 




848 


849 


850 


851 


B-17Sep44 




852 


853 


854 


855 






856 


857 


858 


859 


Added C-47Aug44 and A-26' 




860 


861 


862 


863 


B-17Sen44 
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(continued from page 7) 




DIAGRAM 1 




DIAGRAM 



the 7-4s is a soak-off. The 7 to 1 against the 4-4 
guarantees an advance, thus cutting off the 7-4's 
retreat lr> ihe sought, southeast, or southwest. 

When it comes the American's turn, he must 
attack - It I to 4 and nowhere to retreat! 
Compare this to diagram No. 2, where the soak 
off attackers occupy their own squaie. This is a 
definite mistake, because, if the soak-off leads to 
"A back" this will allow the three 7-4s lo 
advance ;ind escape Ihe trap. 

I liope that the ideas which 1 have presented in 
this series will he of some benefit to you, and 
will get some people out of some rather deep 
mental ruts concerning the pltiy of BULGE. 1 
would enjoy receiving any comments on any of 
this. 



Don Lowry 
P.O. Box i m 

f-.vansville, Indiana 47713 



Simplified 1914 
with Optional Rules 



by S, Fiank Fogg IV 

For some of the people who purchased 1914, 
which was advertised on a level with Blitzkrieg, 
their purchase may have turned out la be a 
time-consuming headache. The deadly SRT table 
(strikes again), the fortress rules, and other 
assorted goodies are way too much to handle in a 
2 hour time limit (which is the average amount 
of free time 1 have) and this means I often have 
to play a much shorter game. However, never 
being one to waste 8 dollars, 1 decided to re-read 
the rules and write down changes so 1 could use a 
UET system instead (such as in Blitzkrieg. Basic 
game) which saves setup time (only the highest 
steps need to be set up) and play time (no 
groping for substitute counters.) When I got to 
the rules, I also saw some improvements which 
would cut down play time slightly (every little 
bit helps) and while I'm not knocking 1914 or 
the SRT system, I am sure there are those of you 
out there who don't always have the time or 
want to take the trouble, usually associated with 
playing 1914 FTP, so here are my changes, and 
you can adapt them us you like. 
All rules apply except as follows: Standard game: 

1. Cavalry has an attack factor of I in stan- 
dard game only, but are not doubled behind 
rivers. 

2. Units suffer casualties according to your 
favorite UET system, even in tough terrain. 

3. German player wins by getting a ratio of 3 
to 1 in victory points. Allied player wins by 
avoiding this. 

4 Allied player may transport up to 10 
infantry units per turn by railroad. German 
player may transport up to 12 units 15 squares. 
A cavalry unit is applied toward this as 3 infantry 
units. 

5. The railroad bonus is applied similar to the 
road bonus in Alrika Korps except that it musl 
be applied all at once. |i.e. Unit "A" moves I 
terrain square next to the railroad, then onto the 
railroad, then down the railroad 8 squares. He 
now lias 2 terrain moves left (note- he originally 
had a movement factor of 3)]. 

6. The stacking limit for each side is: Infantry; 
3, Cavalry; 5, Mixed; 3. 

7. Fortifications: when attacked from a side of 
a square containing a tort, (inside, like in Melz, 
of course) you add Ihe number o! torts on that 
side lo your defense factor, (see example A). 

8. Supply: units must physically occupy or be 
next to a railroad square to capture it. 

9. To be supplied, you must be able to trace a 
supply line not more than 3 squares to a railroad 
which must then run to the respective supply 
points without going through enemy units or 
their /.ones of control. 

10. Units without supplies for 3 turns are 
elimiated (at the end of the 3rd turn.) 

11, Replacements: Cerman and French player 
each receive 9 attack factors per turn starting at 
turn 5, 



1 2. Replacements are started at the respective 
supply points. 

13. Units must always attack adjacent unils 
except when across rivers. 

^) j.,/0 Example A. When attacked from 

(I ^L^ m side A, the defense factor is 11. 

X from side B, 10. When Attacked 

from both sides, the defense factor 

is 12. 



trah 



ADVANCED GAME 

1. Corps is I infantry unit of 4 attack factor or 
belter, hvery nther unit is considered Vi corps 

2. Using the inverted counters rule cavaJry use I 
for defense factor when forced to instead of 0. 

3. Whenever a cavalry unit attacks a non-cavalry 
unit, the defender rolls the die to determine the 
effect A roll of a 1-5 indicates normal procedure 
(as in the battle manual.) If a six is rolled, the 
cavalry unit is destroyed and the defender does 
not reveal his identity, Should a cavalry unit 
attack other cavalry and infantry units in combin- 
ation, the above tabic is rolled, and if the 
attacker is not destroyed, the cavalry unit tights 
the defenders cavalry units. If he is not elimi- 
nated or driven back, then the defender must 
reveal his infantry units in that square. 

4. Whenever infantry and cavalry units attack in 
combination, the cavalry battles are always 
fought first (roll the table, etc.) 

5. Amphibious movement: Allied player rolls 
Ihe die twice for each unit withdrawing by sea 
that did not land by sea. If a 3 or 4 is rolled on 
either roll, that unit is not allowed to withdraw. 
If a 3 or 4 is rolled both times, the unit is 
eliminated. Possible combinations for elimination 
are; (3,4) (4,3) (3,3) (4,4). Some combinations 
for not being allowed to withdraw are: (3,5) 
(1,4) (4,6), etc. 

While my rules sometimes change play proce- 
dures, they do not drastically change the end 
result, except maybe for the number of remaining 
units at the end of the game, The reason for the 
change in cavalry rules is that some cavalry units 
probing might certainly be ambushed by a strong 
infantry units and be destroyed. At points where 
there is a die roll (able, (such as Sea Withdrawal) 
it represents the number of men (steps) that you 
would lose through such a tactic. These rules are 
very open-ended and by changing the die-roll 
tables and subtracting some of the rules, or by 
adding your own, you can get your end result as 
you like it. You will Unci your gaming time cut 
down considerable, and the time that you save m 
initial set-up means you have even more of the 
former. Please send you comments, and any 
questions should include return postage. Send to: 
S. Frank Fogg IV. 11850 Kdgewaler Dr. No, 9i2, 
Lakewoud, Ohm 44107. 
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Gettysburg 

What Price Victory? 



by Alan Augenbraun 

It is noon, July 4, The Battle of Gettysburg is 
aver. Lee's entire Army of Northern Virginia is 
still on the board; not one of the 52 Confederate 
factors has been lost. Ail that remains to oppose 
tliis mighty host is one meager battalion of Union 
artillery. It is plain to see that the winner of this 
bloody struggle is none other than the Union 
commander. Since the Confederates have not 
eliminaled all Union unils as per the victory 
conditions, they have lost. This, I am sorry to 
say, is not what 1 call "realism." 

Even more ridiculous is the possibility wherein- 
the Union commander does not even bother to 
bring on his arriving forces, With only Gamble's 
and Devin's Cavalry units, he leads the South on 
a merry chase around the board until noon of 
July 4. While the entire Army of Northern 
Virginia is confronted by only two enemy fac- 
tors, it still loses the game because it failed to 
catch the enemy cavalry in an insane game of 
Tag. 

Certainly, these are far-fetched cases, but they 
are conceivably possible, and they succeed in 
pointing out the weakness of the existing victory 
conditions, a weakness which 1 would like to 
rectify A look at the historical background of 
Hie Battle of Gettysburg will provide the key for 
correcting this failing. 

Lee's success against several Union generals 
gave him the confidence to invade the North a 
second time. The purpose of (his incursion into 
Federal home soil was fourfold . Hirst and most 
important, Lee aimed to extract vitiilly-needed 
supplies from an enemy state. Second, his pres- 
ence in Pennsylvania would serve to deter the 
flow of Northern reinforcements for Grant at 
Vicksburg. Third, by winning a daring victory in 
the North, Lee would be adding fuel to the fire 
of the peace movement in Washington and would 
enhance the diplomatic status of the South in the 
eyes of Europe. Fourth and last, Lee sought to 
shift the war from the Confederate States to the 
United States' home ground. 

As Lee advanced into Pennsylvania late in June, 
the Army of the Potomac under Gen. Hooker 
concentrated at Frederick, a town about 40 miles 
from Gettysburg, and threatened Lee's line of 
retreat. Lee. in turn, massed his forces northwest 
of Gettysburg. 

On June 28, Meade replied Hooker and 
moved his army northward to prevent Lee from 
crossing the Susquehanna River on the way to 
Philadelphia. The advance elements of Meade's 
forces met Heth's Rebel infantry near Gettysburg, 
and thus the battle was begun. 

Lee's plans had called for the capture of 
Harrisburg near the Susquehanna — and its 

abundant supplies and munitions. He could then 
afford a running fight with Meade on the way to 
Philadelphia for he would be able to keep his 
artillery firing without a stop. 

Thus, it was up to Meade to stop Lee's 
advance, and the burden of the offensive must 
therefore be placed on Ibe North, not Ihe South, 
As Longslreet said to Lee at Gettysburg, "If he 
the enemy is there, it will be because he is 



anxious that we should attack him - a good 
reason, in my judgment, for not doing so." Under 
the existing How-to-Win rules. Longstreet's advice 
is ignored; it is the South which musl attack or 
lose. 

A simple and uncomplicated change in the 
victory conditions is necessary, as I have shown, 
from the standpoint of both playbalance and 
historical realism. 1 propose thai Ihe requirements 
for winning be restated as follows: 

1 . The South wins if it eliminates all enemy 
units by noon, July 4, or if the enemy fails to 
launch an offensive. 

2. The North wins if it eliminates all enemy 
units by noon, July 4. 

3. Any olher conditions result in a draw. 
These new requirements for victory preclude 

the ridiculous possibilities mentioned earlier 
simply because the onus of attack is now placed 
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on the North as well as the South, The Army of 
the Potomac can no longer sit and wail for 
victory aj the Union end of llie hoard nor can it 
win by cagily avoiding contact with the South. 
Likewise, the South must get out and fight if it is 
to win the battle, 

Under these circumstances, the South will most 
likely dig in (temporarily) while the Union, 
forced on the offensive, marches northward 
against them. This is as il should be. The superior 
Federal force now has the disadvantage of launch- 
ing the assault while the weaker Confederates are 
placed on the defensive. 

With both sides required to take action in 
order to win, the challenge and stimulation 
necessary for good wargaming are now presenl in 
Gettysburg. The Blue and the Gray can return to 
the battlefield knowing lhal theirs will be a 
meaningful conlesl and I hat the victor will come 
away Ihe better man in a match of skill and wits, 
not just a waste of time pitting the tactically and 
numerically weak against an enemy strong in 
numbers, position and advantage. 

Alan Augenbraun 

1755 Ocean Parkway C5 

Brooklyn. N.Y. 11223 



Air Battle for the Reich 



by Warren Jervey 

The most important item on the mind of any 
would-be Goering is how to concentrate his 
gerschwaders to stop the allied bombers from 
hitting his aircraft factories. 

This is accomplished by a careful initial sel-up, 
centrally located assembly points which all fighter 
groups in the area can reach in one turn, and by 
use of a good strategy. 

Before giving an initial set-up it is necessary to 
give a few simple lessons in tactics. 

1) Always allow the enemy to move his 
aircraft across the starl line in cider to save fuel. 

2) Always select a point where you can 
assemble all your fighters in the vicinity for a 
massed attack. 

3) Never drop the external fuel tanks when 
attacking unescorted bombers, this allows you 
more turns in the air. 

4) Whenever there are enemy fighters in the 
area strike the first blow, this causes your 
opponent to be at a disadvantage, as you have 
destroyed some of Ihe forces before he could hit 
you. 

5) When you do have to refuel, land at bases 
near enough to the bombers so that you can 
intercept them quickly. 

6 ) As soon as a bomber group has hil its 
target leave it alone and go after other groups 
thai have nol yel hil I heir targets. 

Now the set-ups of the three zones and tips on 
how to use the aircraft in each zone. 

Baltic Sea 

JuSfi - Bergen 

Mello's - Kolobrzeg, Rostock 
Gather your aircraft over Bergen, when you 
have been told that there is a raid coming. Next 



move your aircraft In where the laid is expected 
and then hit the enemy every turn until the raid 
is over. When the raid is over, stage the remaining 
planes to an area where they are needed. 

Netherlands - Central Germany 

Fwl90's - Furstenau, Guttersloh, Paderborn, 
Quackenbruck, Kasse! 

Mel09's - Wiesbaden, Frankfurt, Darmsludt. 
Manbeim, Ashehaffenbiirg 

As shown by the set-up, the Fwl90's are 
positioned to stop raids on factories near Braun- 
schweig. The Mel09's have a dual purpose: (I) to 
stop raids on the area around Braunschweig or 
(2) stop raids on factories Furtii. 

1 suggest that the Fwl90's assemble over 
Minister and the Me 1 09s to assemble over Wies- 
baden. This will allow for a quick concentration 
and for a possible attack the next turn. 

Italian Front 

Me 1 09's - Munich, Furstenfeildbruck, Augs- 
burg 

Me41G's - Landsberg, Kaufbeuren 

MellO's — Vienna, Fraukenau, Gyor, Piestany 

The llalian /.one is divided into two sectors. 

The first sector is located in southern Ger- 
many. The aircraft protecting this area also have 
a dual purpose, (1) protect factories near Furth 
and (2) stop raids on the area near Vienna. 

The second area defenders should only be 
responsible for the defense of eastern Austria and 
northern Hungary. 

I would appreciate any comments on set-up or 
tactics from General readers, 

Warren Jervey 

1 304 Madison Street 

Radford, Virginia 24141 
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The Organized Wargamer 



by R.C. Reed 

In our efforts toward "subscriber involvement" 
this article is the trial balloon of what might 
result in a monthly series, Mr. Reed is a guiding 
force of "Interest Group Baltimore. " and feels 
that The General needs something relating to the 
"nuts and bolts aspect of AH wargaming, " Show 
your preference (or lack of ill when voting in the 
besl-arthjv-bit .... 

PANZERBLITZ 
THE WARGAMER'S KIT 

Several years ago, I had Ihe idea of creating an 
all-purpose wargame thai would have consisted of 
an unmarked hex-board and plastic transparent 
overlays on which various terrains were super- 
imposed and blank counters provided. The idea 
being that a player could make his own wargame, 
play it, Irien re-;iTrange it when he grew tired of a 
certain situation. I never pursued that gem, but 
Avalon Hill has done it for me and done it far 
better - in Panzerblin. 

The concept of an ever-expandable wargame is 
a boon to the wargamer anil some people have 
already taken advantage of the opportunities 
presented in Ihe basic game package. 

David Body comb, a student at The Johns 
Hopkins University in Baltimore, has created a 
comprehensive set of rules for divisional-level 
Pamerblin The game uses between fifteen and 
twenty-one boards and about eleven sets of 
counters for each side. One of the more inter- 
esting aspects of his game concerns variable Oob's 
and arrival times. Each side starts with a basic 
force and then uses secret die rolls On various 
tables to see what types of units, what numbers, 
and when those units are available to them. 
Neither side knows beforehand what strengths 
can be expected from the opposition. Further- 
more, when the gamu begins, neither side knows 
whether they are on the offense or defense. 
David has streamlined the movement rules, added 
artillery concentration rules, and generally 
speeded up play of the game. His rules are 
available lor 70 cents plus a SSAE by writing to 
David at 1402 Dempster St., Evanston, III. 
60202. 

Mr. John Miller, of Baltimore, has created a 
multi-commander PBM Pamerblitz game. The 
new wrinkle to this one is thai he is acling as 
gamesmaster and all of the players in the game 
must communicate through him. Each sub- 
commander is given only the information on 
enemy units he is in contact with or can see via 
spotting rules, lie is only aware of those friendly 
units on his flanks which he can see or is in 
physical contact with. The only people who see 
the "Big Picture" are the overall-commanders, 
and even they are not sure what the enemy is 
doing. If you are interested in this unique variant, 
drop John a line at 3034 Stafford St., Baltimore, 
Md, 21223. 



Start making plans now to attend a Summer 
Convention. If you've never been to one - you're 
really missing something. The General will publish 
information on all such gatherings to keep you 
informed. 



Now that Avalon Hili has gone over to the 
Bookcase Format, people are being forced to find 
ways to organize unit counters. Nuts and bolts 
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drawer trays, plastic bags, plastic ice-cube (rays, 
see-thru tackle boxes are among some of the 
attempts. With the advent of Panierblm and 
multi-set games, this becomes an important prob- 
lem If you have any solutions, drop us a line c/o 
The General 



Back on the Domestic Front 



by Russelt E. Saltzman 

Shortly after college graduation and marriage 
(my first on both counts and my only on the 
second) I acquired my first play-by-mail oppo- 
nent. Barely able to contain the eager anticipa- 
tion I felt toward encountering his initial move, I 
rushed in the house and began clearing away the 
dishes from the dining room table and setting up 
the game board. My new wife, a tender little 
thing Willi a voice to match and an unusually out 
of sorts temper, approached seductively and 
demanded, "What's this?" 

"This is my war game," 1 replied. 

"Your what"? 

"War game. Dear," I again explained, though 
cautiously, while busily setting up the little red 
and blue squares Ihul came with the game. War 
guming was a part of my life 1 had failed to 
mention before we were married. 

On cue my wife said, "You never told me 
about this part of your life." 

"1 never told you because I didn't think you'd 
understand," I said summoning what I thought to 
be a proper amount of emotion in my voice. 

Apparently it worked because she softened a 
bit and said, "I don't understand." 

After observing me a few moments, however, 
she became interested in the game and asked, 
"What arc those little red and blue squares'.'" 

"My army," I replied. "Or at least the red 
ones." 

"Army?" she questioned weakly. "Like toy 
soldiers?" 

"Yes." 

"Toy soldiers, even," she said, though more to 
herself than to me. "How can you still play with 
toys?" 

"This isn't a toy." I began indignantly, "This is 
a game of advanced chess requiring keen skill, 
precision planing, high intellectual concentration 
and steel nerves," I continued in a gesticulatory 
manner with my right forefinger waving in the 
general direction of the board. "Besides, it's 
cheaper than bowling," 

Ignoring the brochures I was holding in front 
of her, my wife asked, "What will our friends say 
when they find out?" 

"They don't have to know." 

"Ami when can I put dinner on the table?" 

"Which table?" I asked, already knowing the 
answer, 

"That table?" she said, indicating my walnut 
veneered command post. 

"Oh, in about five OI six months," 1 answered 
with my usual disregard for personal safety. 

The screech she emitted - just before she 
lunged - held a certain tonal quality which, 
despite the short time we had been married, I 
was beginning to recognize as anger. While dodg- 
ing her I reconsidered my last reply and decided 
to retreat to my desk with game in hand. Once I 
was there she seemed to calm slightly and began 



to prepare the table for dinner, though occasion- 
ally casting a mistrusting glance in my direction. 

Despite sneere, snorts and assorted other de- 
meaning remarks during the course of Ihe next 
few months, I won the war against my opponent. 
But the dining room table remained clear of any 
further conflicts and was used for what it was 
essentially designed: dining 

Russell E. Saltzman 
Post Office Box 141 
Ola the, Kansas 66061 



Taking Stock 

by Mike Watson 

It was late in the afternoon and I had just 
walked into the New York Stock Exchange. 
Looking about me, 1 saw trading was quite brisk. 
The most active groups of people seemed to be 
the Spartan Kriegspielers and the Trojan Death- 
heads. As I later learned, they were manipulately 
Abacus in an attempt to get a 3 in the last digit 
Something about counterattacks in the Ardennes. 
Their muttering was Greek to me and since I 
wasn't here to horse around, I moved on. 
Arriving at the transaction board I signaled my 
boys for a conference. 

"Okay, you guys, the situation is like this. The 
Krauts are moving toward Alamein and we need 
to play the numbers right in order to stop them 
Concentrate especially on Ford. Am Zinc, and 
Ampex. Understand"? 

The boys nodded and drifted off to do their 
jobs. Meanwhile I anxiously scanned Ihe big 
board awaiting the results. Ford moved easily 
toward a 9 and held. D-elim. A nice piece of 
work. Munwosky deserved a new violin case for 
that. Ampex followed suit. Excellent! Am Zinc, 
the crucial stock, however, was floundering. 217 
and 218 and there it stayed. No, I thought. A O, 
not an 8! I scanned my watch. One minute 
before closing time. I rushed to the trading 
booth. 

"Two hundred shares Am Zinc!" 1 cried. The 
number shifted to 220. With a sigh of relief and 
thoughts of my now bald-headed opponent, 1 
turned to leave. But shades of Rommel's ghost, 
who should 1 sec but my opponent buying one 
hundred shares of the same stock I had just 
bought! I the last digit read as the bell rang for 
closing. My opponent, noticing my look of anger 
and frustration, grinned and then said, "Don't 
look like a mad bull, Mike, just grin and bear it!" 
Suddenly feeling sick, 1 left, 

Mike Matson 
664 Surf Street 
Lcwisvillc, Texas 75067 




Doer Editor: 

P would like to take this opportunity to reply 
to Lou Zocchi's recent letter in the Jan Feb issue 
of the GcnemL First, let me epologize to Mr. 
Zoechi and all of ttOM Sill year General sub- 
scribers lor not being as clear as perhaps I should 
have been. 

However, I must point out (hat Mi. Zoechi hat 
misquoted me when he states that ( made the 
statement: "First years' articles in the Gtneruf 
were waste ol space garbage which the General 
was forced to use." If he will took at his 
November issue he will we that whet I actually 
said was; "The first Iperiod) being the wjste- 
of-spac* garbage you were forced to use ,, . ." 
Mr, Zoechi has wrongly taken (his to uiean that | 
inferred that all of The articles in Those early 
issues ware so much trash. This a incorrect What 
I was referring tc was the general tone of 
production and layout prevalent in those early 
days. For examples in Vol. 1, l\lo_ 1 {a 12 pp. 
issue) the contest blank itseif took up two entrre 
pages! A subscriber's directory took up a third, 
and noi only was the printing not sot In reduced 
type - if win often double- spaced! < l think it 
took me about 15 minutes to read the antiru 
thing! Although much of this waste was elimi 
nateri by the 4th issue. I'm sure that everyone 
can see the point I was trying to draw In 
establishing a comparison. 

I'm afraid I must shoulder much of the hlsme 
Tor not making this point clearer, but I must 
stand on record as denying the insinuations which 
Zoechi has credited me with. No one enjoyed 
those early issues of i.n* Gunfml mure than I — 
and it h true thai I reread each issue many times, 
No one could deny the importance of those first 
great articles: Knabe's Plan Red, etc.: and neither 
do L But Mr. Zoechi has painted a villain where 
no such thing exists. 4 certainly didn't imply that 
A.H. was "forced to use it (Zoccbi's How to Win 
Without Really Trying)", hut rather that they 
were foioed to waste space by enlargements and 
double spacing through a lack of good material at 
the time, 

Few people have stood by the General as long 
as |i have, and i'm not about to knock it now. 
But in this day of finesse, the wargHmet has coma 
to expect more, gnd constructive criticism ii to 
be welcomed in my point of view. In my 
comparison of the (lettetvl'.y content over the 
years I meant no slur for individual articles. I 
apologise to Mr. Zoechi and others If that is the 
Impression they got. However, I wish he would 
investigate the facts, rather than his. own inter- 
pretations before accusing people of losing per- 
spective 

Donald Greenwood 
124 Warren St. 
Havre, Penna.1SB40 

Dear Sirs and Readers;: 

I have Just had a landmark experience with 
A r H. On Feb. 7 I mailed In my order for orw 
Psn«rbliti p.b.m. kit and one Stalingrad p.b.m. 
pad_ Than on March 1 I became worried; I hadn't 
one S-Grad p.b.m. sheet left and had four S-Grad 
games ready to be played. So I sent in a letter in 
A,H. telling them my desperate situation. I 
explained the fact that J needed S-Grad sheet!, 
immediately, \ figure my letter got to them on 
the 2nd or 3rd. M r. Shaw understood my 
problem and solvad it in one stroke. He sent one 
S-Grad p.b.m. pari SPECIAL DELIVERY W me 
and by Saturday the 6 I had my sheets; now the 
strange and expensiye process hod taken place. 
A.H. spent 37 cents to rush m« one lousy p.b.m. 
padl They lost a iot of money but it proves one 
thing: A,H. cares about their customers and 
wives their problems even at a ia%s to them 
selvesl f Three cheer* for A.H.I 

Fuehrer Grenadier Brigade: 
c/o Mike Kelly 
140 Ensenada Drive 
Carpentersvilte, Ml 61010 

Dear AH, 

Have finished reading William B. Searight's 
article in Vol. 7, No. 5 end would like to say 
that, although it was well written and presented a 
very difficult defense. There were a number of 
errors in placement of units which I feel should 
be pointed out. My criticism is based on the 
placement of the 12 2'$ at Ell, G1!, £-34, 



Y-41 and T-32- Each of these units are illegally 
positioned because of AH's rule stating that "All 
Statics must be placed on Coastal Squares only." 
Coastal Squares are defined by AH as "Any land 
square to which a red arrow points." 

Additionally, the two statics located at C-S and 
C-0 appear to be in uselea* positions since no 
seaborne landing can be p*rrormed against these 
squares and to drop airborne on them for 
purposes of supplying those units would be folly 
m that the reserve units on the t,taned squares 
could make immediate and disastrous attacks 
against these units. 

The North Sea defense is very weak in that it 
does opt provide tor a l?rge enough back-up forts 
to make immediate counter attacks against a sue 
ecssful Allied invasion and should the Allied player 
make a series of 1*2 attacks against &nuarn* t-14 
J-T6 and K 17, coupled with two successful air 
attacks against Amsterdam and Rotterdam the 
German w<U find himself faced with a possible 
breakthrough by as early as the third week. 

The authors example of the most fruitnus 
Allied opening move is also open for dispute 
because he does not exploit the weak points 
which I have listed above, namely squares 1-14, 
JIG and K 17, A victory in the first attack (1-14) 
disrupts German movement to Rotterdam and 
Amsterdam and allows the A Hied player to 
develop an expanded- beachhead on Southeast 
axis. The same holds true for the J- 16 attack 
although the K-17 attack is employed more for 
the purpose of pushing back or eliminating area. 

TSgt Robert A. Surge 
Del 6. 1021st F-ld Acty 5q 
PSC No. 2, Bom 11727 
APO San Francisco 96501 



Dear Sir: 

In his article "1914 Strategy & Tactics," Mr. 
Augtrnbrdun stated the importance of a German 
offensive through the Belgian plain ! agree with 
him, but I think he underestimated the Impor- 
tance of the Ardennes, 

A sizable German force attacking through the 
Ardeenei while a larger foice attacked Liege and 
Namur would bo Ideal. The French would then 
have to defend Ground the Sedan area, while at 
the same time tio to the rescue of the Belgians, 
This would probably weaken the French 
southern front (units to reinforce the central and 
northern fronts), thus, freeing g few German units 
in the south. The French would be off baiance 
for a couple 1 of moves, but that is all the 
Germans need to penetratu the French lines, 
wherever a break may Appear. 
Joe Dulaney 
22100 Erwin No. 202 
Wuud and Hills. Co. 91463 



Dear "General", 

I believe there is a much better Russian strategy 
for the "Battle of Vyarma" than that suggested 
hy Bill Freeman in the last issue. Since the 
Germans win by killing Russians, the longer they 
are kept away from the Russian line, the less 
time they have to do so. 

The Russians must form a line across the 
board, but it does not say WHICH hoard. Board 
1 ii far more suitable to defense than board 2. 
Therefore, if the Russians withdraw immediately 
from board 2 eastward to hoard 1, if is virtually 
immobile for the Germans to catch up to Lhem 
in time to accomplish anything, 

The Russians have 9 transport units, 13 in* 
fantry company 2 mortar units with a move- 
ment factor of 1, and only 6 gun units which are 
impossible. If the Russians set up with the 9 
wagons and trucks htttitd on the roads near hill 
129, and the (5 other movable units heading east 
under their own power, the 6 immobile guns left 
behind can easily delay the Germans while the 
Russians retreat eastward. Killing these does not 
even give the Germans a marginal victory. 

Using This strategy, I believe that a German 
victory m situation 3 is impossible, and this isn't 
the only PanzerbMti situation where immediate 
retreat is the best set up. 

Tom Olesnn 

T15-7 Hilltop Road 

Smoke Rise 

Kinnelon 

Mew Jersey 07405 



Contest 42 Analysis 



The problem is to design an attack that creates 

the best probable chance to prevent the Russians 
from destroying any German units in the 10th 
turn. The Germans have low seven units ICP's 
count a:- three units destroyed each) which is the 
maximum number of units that the German can 
lose and still have a Marginal Victory, 

The Russians have recklessly charged the Ger- 
man position in hopes ol destroying a German 
unit with the units that survive the German 
counter-attack . The Russians have four AFV's 
that have their effective strength doubled against 
armored targets; they also have aveiloble 36 
infantry and cavalry factors for close assault, 
Therefore generally speaking the Germans have 
to destroy or disperse the Russian armor and 
prevent the infantry artd cavalry from destroying 
anything on the CAT portion of pirn No, 10. 

This can be accompli shert if the Germans 
attack the armor with AT guns and follow-up 
wi;h 4 close assault on the three AFV's adjacent 
to the town. The cavalry and infantry units are 
ignored in the attack. The Httscks are made m 
this fashion: 

a) the 41st and 22nd AT guns attack the 
93-1 & 93S T-34c's @ 3-1: B3-2/3& chance 
of success (D or X). 



to) the 42nd AT guns attack the 933/T 34c @ 

4-1: 100% chance of success (X|. 
c) the 112th Engineers CAT the 412/wagons 
@ 3-1: tQQ% chance of success 10 W Xfc. 
d| the 113th Engineers, 185th Submachine 
gun, and the 122nd Security CAT ilw 
S12/SU-76 @2 1: 100% chance ol success 
(O or X) 
a) iIie? 186th Submachinegun and 121& 
Security CAT the 934 A 93S/T 34c ® 
1-3: 50% chance of success ID}. 
Which means that the chances for Russian success 
hinge on the outcomes ot battles i) and e) 
against the 934 Si S35/T-34c's. These units would 
have to survive hoiti Those B ttfl CJH and then make 
a 3-1 attack against the 22nd r 186th, and IZIst, 
which has a 33-2/3% chanca of success (X), The 
odds of these three events happening work out 
mathematioally. 

i/-j {failure. German "a|" attack] X 3/6 
{failure German "cl" attack} X 2/6 [success 
Russian attack) ■ 6/216 ■ 1/36. 
This means rhe Russian have one chance in 36 
to win the game. There is the opportunity tor a 
1-1 CAT by the cavahy and infantry, but this has 
no chance for success. This is the best combina- 
tion of units and attacks. There are many otner 
combinations, but none present the Russians with 
a success probability as low as 1/36. 

The most correct answer to the contest would 
look like this: 



unit 


pontion 


atiflck order 


tarpat/ 






final 


itfirt CAT 


coda 






defender 


odds 


poi. 


21 


y-5 


No, 1 


a3<1.&36 


3-1 


us 


41 


R-S 


No. 1 


934,936 


3-1 


R-S 


42 


S7 


No. 2 


S33 


4-1 


S-7 


52 


04 


— — 


— 


— 


<H 


112 


P-E 


No- 3 


41) 


31 


OB 


113 


Ufi 


No. 1 


813 


2-1 


V-b 


121 


U-6 


No. 5 


931,935 


1-3 


U-5 


122 


V-7 


No. 4 


812 


2-1 


V6 


185 


LIB 


No. 5 


934-935 


1.3 


U-5 


1SS 


V-6 


No 4 


S12 


21 


v-e 



Contest No. 43 



"Breakout at Genappe" 




Mcaring the !5Sth arnivEnwry of the hattle of 
Waterloo (June 16thr, Contest No. 43 find the 
French commander near the Genappe R Ever at a 
critical juncture In The game. 

Your task as the French commander is to {aj 
break the PAA defensive line: (b) destroy as 
many PAA units, as possible; wrulg at the same 
time <cj conserve the dwindling French strength 
as much at, uussibta, 

To accomplish this., you have fir your disposal 
six 6*4's, two 3-fcVs, and one 2-6. The only units 
that could influence play for the next turn and a 
half are shown an the diagram. 

Simply indicate your jj|«c*ment aF French 
units by writing each unit's combat factor in the 
desired hex. Next, tally the odds with which you 
are attacking the individual PAA units in the 
chart provided. Clarity and neatness help In 
determining winners Deadline for contest entries 
is June T5, 1971. 

O0DS CHART 



unit 


oddt 


Brause 




Langen 




Siulpnagei 




Piciorv 




Steadrmn 




Gey 





Headlines of 3 Best Articles; 



Street Address 



City , 



- ^P - 



Hew Replacement Parts List 



. it reprinted here for yattr convenience, it 
reflect* titifl prices and price adjustments tin the 
Pant, Lint that « uvailaHe frvw AH when 
including a stamped setfaddmsed envelope 
{SSAL}. Save your tftf the dime; keep litis page 
handy. Handling and pomfp cmi.\ have risen to 
the potiti where mtr pans hmlness tua beivrriv ti 
losing venture, lhat's why we must require the 
Sf.OO minimum Ultf $,50 handling charge. Any 
order recaved that includes less than S!MO wit! 
returned mifilied- And order* that arc underpaid 
will be fitted only for thmr uarh fat our 
dwerefum) tftwred hy actual money received. 

AFRIKA KORPS 

Game Ba* r m ....... ^ .... . 1 30 

Mapboard 3,00 

Troop Counters v. * 1 -00 

Instruction Folder ._,..,.,.,,,,,.. ,26 

Battle Manual ...,,, - 75 

Time Record Card . . . . * .25 

Situation Card > . 1 2S 

Combat Results Table 25 

ANZIO 

Game Bon w .-*-; ,**, 1 SO 



Mapboard 3.00 

Troop Counters-Allied 1.00 

Troop Counters-German ........... h 1.00 

Game I Instruction Folder ....,,,.-. .25 

Battle Manual . , 75 

Game I O/A Card-German ■ ,25 

Garna I O/A Card-Allied 26 

Game l Time Record Card , . , .25 

Initial Placement Map Card, ,...,-,.- -25 
UftH Eliminationystep 

Reduction Card - - .25 

Game II O/A Card-Gernryjn , , . , 25 

Gornn II O/A Card-Allied ,2b 

Game II Time Record Card ..,,..... .25 

BATTLE OF THE BULGE 

Game Box .,- 1 BO 

Mapboard 3.00 

Troop Counters ...,,,,. 1 .00 

Instruction Folder 25 

Battle Manual ......... .75 

O/A Card-Allied 25 

O/A Card-German , .25 

Time Record Card , . , - . . -25 

Battle Results Table Card 25 



25c 



MAY JUNE 1971 



25c 



Discount 
Coupon 



Each coupon is worth 25 cents, How- 
ever, no less than 4 coupons can be toati. w Jiny 
one purchase. Orders received accompanied by 
rhree coupons or less will ixt returned unfitted. 
Any number ahnve 4 may be used in any single 
purchase. No photcst&ts please . . . 



25c 



GOOD TOWARD THE PURCHASE OF ALL PRODUCTS 



25c 



Opponents 
Wanted 



city 



STATE 



We're experiencing growing petm. More subscribers means mors Wanr Ads. We ivsr don't have the spues 
for every svbxfiber to wax rhetorical as in the past. To make it easier, and more meaningful for aft 
concerned, we introduce the Minted. Aii you do is strike out the words provided below that do not 
apply, 

11 Writ your city arid state in Bos A above. 

2) Cross our words and phrases be tow not applicable. 

3) Iniert copy where required nn lines provided. 

4) Print vour narntf and address when? indicated. 

We cannot list specific items (or ale or trade. Interested 
parties must Write you direct tor complete detail). 



I am: novice, average, expert player of: high school, college, 
adult age desiring: FTF and/or PBM opponents for 
. Also seek 



members for 



, Will trade or sell games. Please reply to: 



NAME {in all caps).. 
STREET 



_PH0NE_ 



CITY. 



STATE. 



ZIP 



All Ads must beano special printed form; those received that ire not Mil not be eceeptetl. 



BISMARCK 

Came Box 1 .SO 

Search Board . . 2.00 

Mapboard 2.M 

Ship Couniers . . 1 .00 

I nstruction Folder 25 

Historical Notes Card .25 

Hit Record Pad 50 

Set of 4 Zone Cards - .25 

Search Board Semen 50 

BLITZKRIEG 

Game Bon 1 .50 

Mapboard 1.00 

Troop Counters-Blue 1 .00 

Troop Cnuntors-n"ed 1 .00 

Instruction Folder 25 

Battle Manual 75 

0/ A Blue : 25 

O/A Card-Red . . . .25 

Time Record Card .25 

Attrition Table Card - -25 

D-DAY 

GameBox 1 .50 

Mapboard 3.00 

Troop Counters 1 00 

Instruction Folder ,25 

Battle Man ual 75 

Order of Battle Card 25 

Time Record Card 25 

Combat Results Table Card 25 

GETTYSBURG 

Game Box 1 .50 

Mapboard 3.00 

Troop Counters 1 .00 

Battle Manual w/instructions .75 

O/A Card-Confederate .25 

O/A Card-Union 25 

Time Record Card . . - - . ... - . . - .25 

Combat Resuiis Table Card 25 

GUADALCANAL 

Game Box ! 50 

Mapboard 3.00 

Troop Counters - . . - I -00 

Instruction Folder .25 

Battle Manual .75 

Leathernecks Illustrated 75 

O/A Card-Japanese .25 

O/ACerri-U.S. 25 

Time Record Card 25 

Casualty Reduction Pad ... - 50 

Casualty Table Card , .25 

JUTLAND 

Game Box 1 .50 

Task Force Board-German 1.50 

Task Force Board-British ....... .... 1.50 

Ship Counters-German ............. 1 .00 

Ship Counters-British 1 .00 

Instruction Folder ,26 

Battle Manual , 76 

Battle Area Marker . ea. .25 

Range Finder r .,.,....--..,... ea. ,25 

Maneuver Gauge ea. .26 

Fleet Search/Hit Record Pad 50 

Time Record Card .... .25 

Gunnery Tables Card .... .25 

KRIEGSPiEL 

Outside Bookcase Sleeve 1 .00 

Inside Game Son w/tray , . , 2.00 

MaPboai d-Black 1 .50 

Maphoard-Red 1 .50 

Troop Counters 1 ,00 

Instruction Card 25 

Battle Manual 75 

Set of 4 Defense Cards 25 

Battle Table Card 25 

LUFTWAFFE 

Outside Bookcase Sleeve 1.00 

Inside Game Box w/tray 2.00 

Mapboard 3.00 

Plane Counters-German 1.00 

Plane Counters-American 1.00 

Instruction Folder . , 50 

Campaign Briefing Manual . , — .75 

Target Pad 50 

Order of Battle Card-German 25 

Order of Battle Card-American .25 

MIDWAY 

Gome Box 1 .50 

Search Board 2.00 

Baltic Board 2.00 



Ship Counters 1.00 

Order of Battle Counters 1 .00 

Battle Manual w/instructions 76 

Hit Record Pad 50 

Search Board Screen 50 



PAN2ERBLITZ 

Outside Bookcase Sleeve 
Inside Game Box w/rray 
Mapboard-1, 2, or 3 ... 
Troop Counters-German 
Troop Counters-Russian 
Instruction Folder .... 
Campaign Analysis Manual 
Set of 8 Situation Cards 
Mapboard Clips , 



... 1 .00 
. , , 2.00 
ea. 1 .50 
... 1 .00 
... 1 .00 
... .50 
. . . .75 
... 1 .00 
es. .25 



STALINGRAD 

Game Box 1 .50 

Mapboard 3.00 

Troup Counters .,.,...,,,..,. 1 ,00 

Instruction Folder 25 

Battle Manual 76 

Time Record Card . , ,.,...,,.. ,25 

Weather Card 25 

Combat Results Table Card 26 

TACTICS II 

GBme Box L50 

Mapboard 3.00 

Troop Counters 1 .00 

Instruction Folder .25 

Reference Folder ........ — ....... BQ 

Time Record Card .25 

Weather Table Card 25 

Combat Results Table Card 2S 

U-BOAT 

Game Box 1 .50 

Mspbnsrd 3.00 

Ship Couniers ,50 

Instruction Folder 25 

Set of 2 Emergency Ranoe Cards 25 

Attack Record Pad .50 

Attack Results Table .25 

WATERLOO 

Game Box 1 .50 

Mapboard . 3.00 

Troop Counters , 1 .00 

Instruction Folder 25 

Reference Folder 50 

Tims Record Card 25 

Situation/O-A Card ...... ,25 

Combat Results Table Card 25 

1914 WWI GAME 

Game Box 1 ,50 

Mapboard 3.00 

Troop Counters-German 1.0Q 

Troop Counters-Allied . 1,00 

Instruction Folder 25 

Battle Manual 75 

Mobilization Chart Pod 5D 

I ntroductory Game Card 25 

Unit Counter Chart Card-German ...... .25 

Unit Counter Chart Card-Allied 25 

Set of 20 Game Variation Cards 75 

1914 Comhar Table Card 25 



PLAY-BY-MAIL 

Complete Kits-specify game ...,,...., 1 .98 
Instruction Folder- 
specify game ,,,.,..,.,-..., .25 

PBM Part-specify game .50 

Grid-Coordinate Sheet .25 

PBM Results Table Card 25 

MISCELLANEOUS 

27' x 28" Plain Hex Sheet, 

white, unmuunted cardboard 1.00 

Set of Blank Troop Counters, 

while, uncolored 1.00 

1 Die 25 

THE GENERAL 

Magazine Back Issue . 1 .00 

(Out of stock: Vol. 1, Nos. 1,2,3.4.6; Vol. 2 
No. 1; Vol, 3, No. 1; Vol. 4, No. 4; Vol. 6, 
No. 6) 

$1.00 MINIMUM ORDER 

No CO.D.'s please — make sure your 
Parts Order includes proper amount in 
Check or memey-order. Please add 50 4 
to total to cover handling and shipping 
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KRIEGSPIEL has been selected by Lhe Depart- 
ment of the Army as the wargame "more suitable 
for our purposes" than any other in the line. 
Previously, Guadalcanal had been used as their 
training vehicle to give "Operations Research/ 
Systems Analysis students a taste of War 
Gaming," In finding KRIEGSPIEL better suited 
after complete evaluation, Avalon Hill has granted 
the U.S. Management School, Ft. Belvoir, 
Virginia, Milton S. Killen, LTC, Ord C, School 
Secretary, authorization for the use of this game 
as a training module 

ENGINEERING ANALYSIS & DESIGN is the 
name of a course taken by aficionado, David P. 
Slick. They were given a project: to design a new 
type of toy or game. To determine the design 
elements for a game, a survey was undertaken by 
the students involved, Since the project was 
under the direction of Mr. Slick, naturally atten 
tion was focused on the subject of wargarning. 
Non -wargamers prepared the survey which was 
sent to randomly selected Opponents Wanted 
advertisers of The General. (To those who an- 
swered but received no reply to questions. Mr. 
Slick offers his apology.) The statistics: 80 
surveys sent, 56 returned. "Most wanted" game 
(or future design: France *40. "Most prefered" 
design factors: full zones of control; hidden 
movement (upside down counters as in 1914); 
limited stacking as in Stalingrad and Bulge. A 
complete analysis, too lengthy for reprinting here, 
might be available from Mr. Slick, along with 
other pertinent comments: 3308 N. 66th Street, 
Apt. No. 2, Scottsdale, Arizona 85251 

SPARTAN INTERNATIONAL has finally sanc- 
tioned its first national open cash tournament for 
DIPLOMACY. The contest will be divided into 
two rounds; the first for eliminations, the second 
for the Championship, All players will participate 
in three games in the first round. Performances in 
both rounds will be scored by a special point 
system developed especially for the tournament 
by the SSD. All participants making the second 
round will receive $5.00, while the tournament 
winner will be awarded an additional $50.00, 
according to Public Relations Chairman Paul 
Mankiewicz. Entry fee is $6.00/SPARTANS, 
$7.DO/others. All contestants finishing their first 
round games will receive a $1.00 refund. All 
games will last a minimum of ten (10) game 
years. There is only one fee for both rounds. 
Registration deadline is June 15, 1971. Entries 
are being accepted at 5820 John Avenue, Long 
Beach, CA 90805. All prizes are guaranteed by 
Interstate Law. Please address all correspondence, 
checks, and/or money orders to Spartan Interna- 
tional, Inc 

JOHNS HOPKINS UNIVERSITY, right here in 
Baltimore, was the scene (April 24) of a tourna- 
ment appealing to "Diplomats St Wargamers." 
The JHU Strategic Games Society sponsored the 



three-part event in which Panzerblitz, Waterloo, 
and Diplomacy games were the soup d'iour. Old 
friend Brian Libbv was behind it all. And because 
they plan additional such events, area players 
would be advised to contact him at JHU Box 
2117, Baltimore, Md. 21218.. 

FEATHERSTONE DOES IT AGAIN. It seems 
that we push a different book of his in every 
issue. Well, here's another. And it's a dandy. The 
world's foremost authority on "miniatures" has a 
brand new one titled, "Handbook for Model 
Soldier Collectors." In addition to the encyclo- 
pedic coverage of the hobby of model soldier 
collecting itself, the book contains a list of the 
world's principal places of military interest. There 
are 107 regimental museums in Great Britain 
alone. Of great relevance to us is his listing 
wargame clubs and societies along with details on 
more than 50 relevant magazines and journals. 
It's the closest thing we've seen yet as a "bible" 
for the industry. This Dne is available for 8 clams 
mail order through Sportshelf, P.O. Bon 634, 
New Rochelle, N.Y 



WHILE THERE ARE NO MILITARY MUSE- 
UMS in Catonsville, Maryland, Avalon Hill's 
"birthplace" seems to be earning ironic notoriety 
of its own. All those early wargames, from 
Gettysburg on down to Stalingrad, were borne 
and bred at 305 Gun Road in Catonsville, by 
Catonsvillians, for Catonsvillians. Now, Catonsville 
is tha subject of an anti-war Broadway Play, "The 
Trial of the Catonsville Nine." It is such a hit 
that seat prices have skyrocketed to around $35 
(and that is men's room seating) and is being 
made into a movie. The Play is written around 
the real life episode involving the Brannigan's 
mutilation of draft records housed at the Catons- 
ville Selective Service Board. "If only it had 
happened in 1951," wailed Avalon Hill's Market- 
ing Director, who was called to the colors in that 
year by the same Catonsville Draft Board 

MEANWHILE, AT MCLOUGHLIN COLLEGE, 
York University in Toronto, there's strange things 
going on in Room 038. Dr. Harold Basford is 
teaching his evening course on games which 
include (what else?) Avalon Hill titles. The 
Canadian Broadcasting Company found out about 
it and blabbed it to the whole area. Now we fully 
understand why our supplier in Canada — 
Canadian Merchandisers, 1111 Finch Avenue 
West, Unit 25, Downsview. doubled their volume 
with us, becoming Avalon Hill's largest distributor 
anywhere. (And that includes Catonsville, Mary 
land.) 

JOHN D. WILLIAMS, owner of Ridgewood 
Drugs, Inc., claims to be the only outlet for 
Avalon Hill games in Kansas City, Missouri area. 



THE GENERAL 

Now all you mail order customers know where to 
go: 4227 Blue Ridge Blvd., Kansas City. Williams 
happens to be an AH nut. He'd be delighted if 
his customers made him the "AH Center" in that 



MAIL ORDER CUSTOMERS take note: ever 
rising costs of mailing merchandise directly from 
our factory to you have forced us to make 
economic changes. ALL mail-order purchases of 
games will require — from you — an extra dollar 
per game to cover handling. Parts orders will 
require an additional 50 cents (see Mike Kelly 
Letter this issue,) This means it will be cheaper if 
V0U make your purchases from stores in your 
area. And if none carry them, make big noises to 
the proprietors (remember The Alamo? They 
listened and now they've got a Souvenir Shop.) 
Forget about Special Delivery - it being quite 
inconsistent. P.A.L. and S.A.M. are used for 
shipments to APO and FPO addresses: P.A.L. 
costs you $1.00 and is guaranteed airmail; S.A.M. 
is free but moves only when there is space (Space 
Available Mail.) UPS {United Parcel Service) is 
our first choice It is dependable and fast. But 
UPS requires a signature of recipient thus it 
cannot be used to box number or rural route 
number. Where UPS service is not available, all 
games and parts will be shipped via (sob) Parcel 
Post. Play by-Mail kits will be sent ONLY via 
Printed Matter (slow but inexpensive) unless they 
can be inserted into games that are ordered at the 
same time. Also effective this issue is a cost- 
increase in Parts, (see page 14) 

"AH IKS WEST" is the official publication of 
the Western Region of the Avalon Hiil Inter 
continental Kriegspiel Society. A.H.I.K.S. is an 
adult gaming society established for the promotion 
and enjoyment of play -by-mail historical sim- 
ulation m3p gaming. Formed in 1966, the society 
now emcompasses all aspects of mapgaming, from 
the introduction of new games to face-to-tace 
gaming conventions. Ahiks West is edited and 
published by Ted Holcombe, Western Regional 
Director, 6765 N Oak Ave., San Gabriel, Calif. 
91775. 

FOR SCIENCE FICTIONITES Lewis Pulsipher 
has compiled a 4-page listing of brief descriptions 
of games connected to the field of space war- 
gaming. Yours for a six-cent stamp: 8244 Swift 
Road, Battle Creek, Michigan 49017 .... 

OF THE ENTRANTS IN CONTEST NO. 42 
only three had the answer deemed most correct 
by this erudite staff. These tactical wizards are: 
Joel Davis, Boulder Colo.; Brooke Duvall, Balti- 
more, Md,; and Dan Sutphen, Chicago, 111. Their 
answers matched exactly to the prepared solution 
above. Seven other contestants came very close 
and are also this month's winners. They are: 
William Childers, Kendall, Fla.; John Kolak, 
Sacramento, Cal.; Dwight Kucera, Riverside, III.; 
Ron Nordfelt, Riverside, Cal.; C.L. Olney, 
Atlanta, Ga.; William Rose, Detroit, Mich.; and 
Robert F. Stock, Providence, R.I. 

THE FIVE BEST ARTICLES IN LAST ISSUE 
WERE: Ostkrieg, by Mark Teehan; Vyazma, 
Russian Emphasis On Close Assault Tactics, by 
Bill Freeman; Festung Italia, by Geoff Burkman; 
Simulating the Art of War Part II, by J.E. 
Pournelle, Ph.D; and Don Lowry's Exploiting the 
Initiative in Bulge. Congrats and a seven gun 
salute to these Gentlemen. 



OPPONENTS WANTED 

FTF oppcmenn w.nud for la'tiam Sid Chaplt-r 
Contact liirley Anion, "•' J Wexford, Blrni Ing- 
ham. Al*. iSiEo. PHonc 8;:-SfJS4 5M bttl dub 

if w atjaniina:. 

■£* Pt t rjr AK. D-llfly. Mway. ' S-jrad. llulji:. 
G-burg, J-Lana, W-lou. Wtienr ire wargarrien Hun 
in heart of dUic. fMoWK ar bliEdwIn Cauniyl. 
BaWH W-iiii lamtt G. folio". E*.g Bo* 

3114. RabcibJik, AU. 3t>567 

Tw't ilieic any FLf appaneiits jji ar around [~l. 
Smith, Ml* M tHrw Et, liiuIjl! R.lJuiJ tiehliai! 
S20I So. 2J Tilt. Fv Srainn, Ark or rill 

bHi-7»l 

Fbm npiKmtl Im Afhka Kflrp. Will pin, cither 
tide Walter llillman, 50h Uwwty. No. Uttk 

B.hil, Auk 7 llH 

Mature Ftf Cui.Ijli G» OIi-dIfJ. 74U9 £ IStFT. 
S5S-"?Jiy or Han* HelKy ar Strategic G»me.s 
5d*ie-ty. Gar OEmsWd, fiffJ t f&Th, Tuiwn. 

Af-ii.. H?7IDj . 

Phi lii h l 3mi-'blltj: choojf your side «id alualitin 
and send your fir.it mot'-L. AU Lutn inswetvd 
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Rene 

BJhiium 

Winuu One German and une Puiidan playei in 
blalmpad pbm. 1->-ft rcpUetfrrwhl rule iri ellMI 
Ray Hmlu. 67&1 S. thrrry St.. UlltfOEl. 

cdnmin aataa 

■liiybixlw l'-inr i>] -hilk'nip: mr J Pt«n At. 
(Gcrmani Wkw C-burg. {fJniyj. I wtU itimil 3 
t.uperuji opponent il low Tliaddev'S ii'j. -" 
ramham Df . halt Hartlord. Conn UoHB 
MuficK warns first Pom. oppo^cnT for Bulac 

PrcEti Aiurfitan Dnn'i vrrHr IF juliar r*»IEy 

jtMST &01 dnn l undtretumut. n*1 ]« Mirkiry. 

i^irtAtt, PUniivllEc, t~t. M47Q 

M)olB*il UUTJC vjrTjiii li the tu-.u toi play »n 
iiiji l-ioipjll Itatuc 1971 IrjdiA now in 
H ■'■■mi.. -i-.h-i- F 1 F . ■■-■:- io Orange County Area. 
win* Tor JetjU! Jim Reilly. 5*1 W Midway Di . 

tcr 134. AmJiBini, Cjl gjgoj ^__ 

Aju inltrrtlcd in Fbin fot W*w, O-lDiy. A.K. JUu 
tWb ne^V r.nL pow* mwh PV0<^ Any und nil 
oppvedluMi Mrelrt-m( to bil: the tfuiL Je|F 
Ji .i^-,ioii Deftrunc TiJik. M*tHtI H, ( l, 
Fnottijtl. 2JWfi EtaaOffflK, hmngf CjIK 

^s?ai 

AflV Chnrnrtlhl Co^JW **f|{!mrr* &UI1, Hsu, 
cvtliyr AH- M.I «m*v. mtjcL ui^Ut mJJ/photW 
S7S7 lift Etfawj, SWry Ho«w. CMC, t-"Urc-mon<, 

Calif 1PI) 

PB'M '•.i.h-i^i.d I'm Bihu.ith Aiir- Mail 
McKtbben, iuui Woodhev Ave, &mda Kills, 
C»lir 51J*i. r^U r*flki jqswded 
WjJI Phm or tt! Anno, tiulac B knt«, K, -,d«I, 
P-Wili. frhkin. 5-frad. I>-Ubv. i''H. DLplpmBtfv. 
Cl5«i Also rtf fte 3. Tm 14. Tm Jftft H rtf 
M^K. MuniaiLuei, gj. ETJi:hirJ Ajulrrvun, 345 

Edylhc Sr LiretmOK Ca-lil »4ii0 

Fit ^ni p-bfli ii" AH. hue iwJimJ t.> club. Can 
dnvc rciiOj)hE>k diitifuS;. Utsir* inlo on. Jion-AH 
i±\Hci nuiuinek Pticne (+3 5 > +*7-?2C"T Gary 
Emcfy, IJ^ii Lu mnonr, Calif fl-*SSift 
V^pi f|1 upp&nenw In Lonj Beifli-Lijs Alamilm 
am. Hove B p M w a i" S-Bfia, H-wiy, D-day, 
ttvtiH Itkt K kJirft qtrwn. Alio jimsr^sifJ H 
j&ijiuij kitil Jubi Ui>t Bsnscv. Nb, 4. ;i» 

AtlFnlion! Thr IVnin,i.ki S I r ~lf-j;i , E&MB9 Ctnli 

waiiuj Mt 10 annnunre ifui 11 is l^ciung i'ttr new 
rticmtiers. Anyone thai u Inwrcsied pJcsw 
contocl frn«t £»4«kh ' '=' Lain« Mrcni. 
MwittKy. 1 alii 'J.j-M4>. Kh. j;5 BJHij. 

Wji -irvi Zi'i ihcriis I'tjin ij|i|itiriC n Is tai U'Uif. 

A.^ri.L WE Rnn 1 14ft Li. iHk, NcAinJii fjliS 

woa 

L.cfnijii tiolji* (iIjjcit nti!Ji Amrrnanf li> nlgti! 
■*ai.nic. fin If and un umnknr No exiif rlt need 
apf |y now Pbn> *nty Will *npif oVCr |||||H I lllfc 
Kil Knight. (404 WcktuiL |f«y, H.:i- '■ ■■ CafJui-i, 

Criil 95670^ 

W|1P [ibpi AK. WktettOO Ftf a.LI All gj.m« msfipl 
Aftiio, Jiiw(. Im.-t.ti II Will drms. Will be *ny 
iLdc til] 635-frU3 Al» Tbm BuJ (L -. J,m 
r.«mjnin"n, >4Jll Artrrifirt fir . Rftrtfho C!orJw». 

Cilif 9M70 

W)ni ii> si an 1 wvgAni! cluh in Bui'i'.idi- 
L*6kini for Vftmf Wirarneft. Oil 6*S-*1'l 
itfcr F-W. Chrn S«)H4n, IBS hdJfV HJ„ 

BjuTT.dc, Calif 't:SlJ r J. 

Inn.mpMpjH iL,i.Li-i 1U.JMH flf iij.j^ii.i^.iri B.fi 

Buigr. Ani'i... PMuatltct, ItfldnHj ml BUrekdti 

{modult niLm)- *iliinj t>r> Iry tHEirjs *<juld jIhi 
Un nfa an non-A**Jcm Hin games, Pnon* 
^8 ^Jl, Jdihn titnty, Ftl Comj-uler 

Fhjri [Hiay L will t«Vr cillicr side Ecr two j^uiei 
I jfii (WW tO I'Lrhi. If fm [jtt Owhah «-nd 
»l-up. Mi l - Mkcy, IT7-S F >M,, 9m 

Ewn-iJilLDij. Cilif 'Jj-ltw 

FtT Qppujienli w^n't^d li?i ulm?i* any AH 
WBrtiJtrC. I fhiilknBf VMi, IhttclOrc f<M tllaV 
ilioojc the ijjik I im Ifi. und tirc kUoiti Soil. 
HPItHn W.klrr.rj.i. 4ftnfi Ml Aitbii^ur. Sam 

WarjuuthErs in K-tirea ji ntai J-uniw AHEtuit plliri 
conUct rrw l«r III iuiw* *«0 ls*lins ^r rfwaccti 
jots. T^Set. Lout £orttii. WIJ4 Lomin. ^oi.. A!*U. 
^,. F^ii-..s l .t, CliJ 9fiJ7ii 

W.inliril frf nprjunnili Rnlfr, Fil.U ATt K . 

GrUi-'.Mjrg. i y u oc iit^ .nihrr Natman Cutdo, 
HJ»y N ranloa. Santa Ana, QUtf tfiTUI. 
Ktl in »ny AH. SAI I'MJ. 'Jimc^wnce 01 mhm, 
fQ. «Tto ■» Irtral. mil! Aft* rtasonabrt dKtam^E 
in Bjj btm .m *«lrnLl t Aftpi «. n h>n». f?CT?J 

54-!^??S. Willi* Hul.min. 1r . W7D finjpr'v 

Way.spn^ h^j. cj.iir ^*cm. 

An tb£N jfii AH fiir'. ptaym m lji* Snni ireaT 
I iiive ji; AH ipmm ard Wut .1 f;w Tniliji 
■ntl' TaclJti" tamci. I'd lilts I* hear irtin nnii 
Eric rjotrciiicin. II"© Ali£cr&]^ I'-. J , && QM 

e>S065 _^^ 

Colli c tor wind opp«tHT|[i rtf only jnd m 
(iujclij« or ii-ip-l icatT trifl fnllowmi. B '.'I IS. 
V'tct,, {.'untitun liii'JTi, ^liinq, Ana 'tu, Tra'*J|3r, 
llanmbil av.d Ulhcr kivr kmn*n KJir.rv Df. 
Mtiwn. &ox 7756, South Ukf T»h*. dlifsmii 

QpponWH ujaTifed J?r pom s^idi. ind Atiiw II 
All brHIn aniSWKftd:, Alw pt>m Ioj BjUEc ol 
Britain Mitdl CfttHlch. rTJiH [.■[i:(n Alt., lustm, 

Caiif. g;6&o. 

Ft( cpjX.ri>Ht for" l'fl?'4. *n7in. PtTtiJ rUd|7! 
S^gFld, JKrlcfapl. hblili. Tan: El. tiillinJ. Mkl-iv, 
and flkf-mtrcil in SF Valley. Nrj¥i« IT Alvo WDtl 
info, Lin wuia-FDirut ttubi in LA aHM- .Ht4-4H& 
M DulMtcy, NO. UXS, ^31UU br*m. WoOdiimfl 

fflfa Calif. ^14^3. ^_ 

tJlT|r.-l'..-.l-;!J'-.> 1 'si-ILf .if -..I.. i«u,[ ..- ,1; r]ir 
GDtHiai Play fW nhli.. 1 41 J. Am in. IijiIiiilI 
ItHWrbllu. W( in Njjnh. Edmonton lutcA a 
rapidly cAAJHidtni club Corp Call or «m. 
Top iMmj-cdtion (.u/t Ujpbrr^'iH, I i,*.'l Ii4 
Aye.. EdmopUin. Aph-rTln, < ariydn. 



OPPONENTS W1NTED 

h.' 1 i' ;! fur people wlin wanl In pliy !•':■'. ii' ■■ ■- 
by mi*ll. MrtJiwJ easy tu wvi]l quL Haat Tajtar, 
i;i9 LnjiiJuiwJie, Cagtary, Alb«u, Cinada. 
Want i&ro i-psK, n*,vb,», >ur uru "iaTocs- fbm 

opponent* in Canadi unm Totflrtln Of VinCOUVM 
ti fir. »chansrr nitit<i Him play tu binn rati 
Will ftnWi all tuif otPtrt, Dive RJctuudion. 
»3JQ - 71 Avi-t Edrnpntori, AJ^etia, Canada, 
I 1 -;;, opponent^ ftvjnd'd \K\ti- .inn U l>nv, biin: 
□r thOuj-namcflt Ditktt Wtr "jplnlftili in Mfe 
Will aniwcF all Hfttwi Prefer p\ayen in thru mid 
30*1 BUI Cjjd, I Weicem Ave. , CutlpTi, Oniinu, 

Aity PtnK nuts in S*tHH Ontfttlc* rfrn Hrl« 
Willinp n Isairt any AM tame A]** Rl VcCbafi 

Idj .h IL-..-:,..|! Si|ji..i, et L Wru"! IiK'. lO form 
ur join 3 ululi !■>■■ P-j*uU_ lr 5-1 1 1 M idiuir, Ave 

.■) . K:M-u-i-'. i;i.i.'ii... I r.viiU 

f ..i n..' Im*i ,,i.,lii^in-.t -i-.i" u n-- ■■:■■ -r-'r 1 

will brancti. oul into war eatnc coverge*. We need 
j war (acne: editor and jfliiJ>:s. afticki. IftldU! 
Ajij KaitK 1 an}. Ltpcrl 5u b soi n Lion u, lite' 
CcacbJjia Linn, ZIH Sumnwiliitt Arc , TnraiXo 7. 

CafljdJ. 

I am looking tot pom opponent for BlltzVnj, 
Antin-, L»Uav MaLiimnd. Uallle BJ the bulle. 
will play titlvrt v&c in all Will jijiweT nny reply. 
Doui iiL-bacfcr. A4 rirm \k* DrVt. ^Milfotil. 

Tcnip i]*«-t 

Tlie Unlied GaUctjc Prelum kon wunlt indoor 
Ptedjr ^oli 1 IptfA AH, nori-AH jumer, and Hon 
desan our apctiahy HtJM ntvi-klkr. sine, coed 
trnantEalwo, info IHti. clt 1 Alan Scheie "'Sir ^, 
(3iilf B^r J . BtlU-air Bht.n-*, Ha 335iS 
Have quli fir ftiew - 1 naic uo see grown men 
ay tti me hLntUUte )'oo ptim Play 2 gnmM 
My move u white lip -keie Merey tut tmvt 
OblittniJrori Tor all! Mark IIhihcU. LiUOO N.t. 

lOtk Ave. Miami, Flo. 1316] 

Warn ro hear From AH wnrfpmrv, in Nfpami imi 
ttbdlj infin OH 1 BMUC sf Brtttkl L*t tu hear 
from imyotii who will icath noirkic pDm 
waraniiriji, AJ» ptim Ehea svi-wts UpnrhV 
Dartei. BBS NX. 127th St. Pt Miami. Hh 
i1>fi! 



riPPCKfNTS WINTED 



PanierLiUti 



4l>41 Muniiiitwdr, 



All warpamsri in D31I11 Con my plraw con t <ii:t mr 
Cor Itf play Will it1Uod.ln.-t; yo» ia piherf tn Pade 
■•■ !'.■.■■ pldy. Vi'nh- or r-" , ciK jftr: «J* ueedJayi 

eaccpl Frtdfty. Wiibum LTiiiden, iKrB Si,W *Hh 
A.c Kendili. Fl 331 if. 

Ma^lr-r Tarli'i-ian'«Hiri*a Irt pliy iny 1'iilJttMil^ 
p'lawarr wilh rnauidiHl trmlrnLirv Any mlmntmii, 

<i,i «ide. Send ji tear itamcd 1 '■ beseing mt 

mercy l[> /unnhMI Lodtwotwl, J|3t E! Pradn. 

latnpa, J- la. J Jb W , 

Ftr Afrika Corps. Jutland ECS Ah t&W 
tmbwilablr pi*n flf athi.1 n% RflOWaH I fl Ut aii a ji 
you to twltt tabrak' I im il» * «Ilh1 ml 
■tORAUti W3 Bob CIchrjiwAi. IDOS Derisnon:, 

Winicr.r'ftrlr„F lii. _^lW : _ . 

Pbjn fjpfr&rttnts wmMcd For H-knejt. U11IK 
(.either}. Ftl" mnil oihiir All Bjmtv Mi>e Stutt. 
HO Oeimi:^ hair, r;v.|-ani..*P ! i>-hllh T^. 1 ! 
Arjny Sarjesn? wimi fXf flppquiefni in iti* fi 
SlewajT-SaVannah C>. area Ah» pbm Rrat Tiw 
dn'Ctjeni ntriti rt»rvt4 rfocd inlo on 

nj|]luiijdLy. i?tlirr nun-All uuiimn 5(1. Ken 

S^ffmd. fa Qivi> Ave Ft Etewait, G* l\My 

Wanifd AH opponefli iu plaj l%Da.y. filiiptncE. 
L'-Soat. Stalingrad ot any faun- ytm hafc (iutvll 
Droohls W WjrntT ttlli Apli. Warner Robin-;, 

Ceontja j HWJ _ 

Itim Pz-rjhl/ howntr ntij phmi Lit inJ nilti. 
Herr'-i jour rhance Ln nlay ^ iraJ ■Grrnra™ ■ *' ,F 
OfiK whu wioir lh« bofiV_ Also, inquest any infu 
s.iii tlil ironi. bTtirio Bc.nihuiri, }* E Jjekion St., 
hri M an nheun- Kialertal. Germaiiy 
Horlet to pbm Bllif- Prtrer bjjat and Nut or 

loumajmcnt red. A!LaO pbm S-prad. RuSaUnj- b^nd 
opening srl-up. Sirrhrn ViwvliA, ^|lfi $ Hu*> 

BnmNj * VE -- Chia B g. Illtnuu 6 0638 

ATlent1'.Ti JH w*PMtWnE jjid IruJtwv qutr,! To 
help -vupplenienl Vout hunj(er tai TnOrt gJHIMg 
dntl bnt^rital JftlCr. aBWft fl 1# the K,P Journal. 
Fnr btb, <*n*' Tlirinu. iihfttlltr ]l'! UiLldju^h 
Hd . Cl&fgn wui Hilii, III &05I4 
I will hjve a rjiay*by.rnaJl jpint of Panr«t>Ufi ■at 
GetlViburs Wl!l) ativant I affl * POVIffi bui wtl] 
pne yet* 1 «Ufl lot YUU-t rnoTifv tmefson Jjjilyn, 

4ifl E. PjHj, EJmhurJ, HI 601 It, 

Opponenii u^nied r bin 1 i_-jh'i Ipta 'tnn Fjnl 

MeccLa, 913(1 Swing, Evansi^in, III tiClQi 

Join IF W , S.I.CL, Richard Lwfcr= H ::33 Wrtley, 

Li-antlon. IJ1. flOgrjl p 

^j: ■■•:■• n' i.'ji|r-wr.tnt.i :.H lllirr, 3-Mfo, A-kL>r;'s. 
nt-iujs MonJt, 1 7fi PaikcreSt. FrrcpOri. HE 61032 
LtMltiTig (<rr app^^^eTll!f , loir OB* m nirrri^i". 
Illlnfli. nanh of Chiriiiii. Write or -m Mike 
FQPHitr ii 1J41 HwtirlnitBn, Glsm-Kw. \». ijl2) 
ll'i-Ubi,^ hmM diLC. nil menibeti ol High 

&elLfriil m, 

ifbm ill btajflEH tn CEicbi. tiTByaEhm. Ploli. 
Jkimpin, Mob Stnlciy. Football, r-Li.jai liint 
Maii.krllo. XWm 31], Hinckley, lllmou oQSJC. 
FTr-iirATTearP!-* (rpim ua'jfejuni t*b«r K-^url 
P-tllH, T«-H, i^M- lEtLher in all) Bill Ftti. 

jKi 'HiL L n^Jn, ||]. b^ftifr. ^^„^ 

fund and Oitii pbm opponenij. ^atMud. VP1 
tiluc either udc. Any Flf opponents around? I am 

If. Pbonc M+i:97 Paul Di,Volpi, 60J 
Commblng. Utle, HI oOi'.^l 

Ptim CiEiiyi and: PanitrMiw, ilio inierwt In pbm 

(Utile of Mo+crjm and D»ptoymrns !■ ln«inl*tl. 
j]*j Rttjlfl', Joti LrcJiiii. I2Q AuituJlu Sit.. Uak 
Par k , HIj aiMi frQJOl 

hjin 191*" "Mid-jy, f-Vi^-nriUKd *nn^ nmift 
Pleaw idulr play*" who know the liinip and '-ill 
pJsy to tJBi'lusiE.n Alii mtrtifits-d in a workable 
Jutland. Frank Fafftll. 716 Hjohland, Oak Park, 

HliuQij,frft3tM. 

flu.. P,kii<eitiliti eIaVc pijyid other AJ1 fainet. 
bor h»i« no Wtfi bow to jd about ptayinj Ah\\ 
iairw. TtitrfEOfei WH\iH Ilk* Uly !h.oK oF 
eomparabl" niioijn-te 10 appiy Tom Srhj-ki klH. 

:i:i Birdi. Pk. ttidie. III. 6W&H. 

f"n t>n|H'ntJil in JlotkCiJid-Lo^t Fatk dJXJj. wlifPC 
itv. iti>' Will play anything you have I hava 3 
jfimti JjTJT-iajl f"> ftr Dou» Si-liDniJrlirii:irf, 
?|7 Ajv^r Pk pr , Roe iifoid, Elj. fil I IC. 
Wani date about nofwAH uniei and computer 
■DtK ll Wtofl! anyone else ui Uwad OBtB ttw* 
AK. DuLac, Gntd. judihd, OD. Ajieie). -LartW 
Ihesry ruy rrintary uiieJr.iU Ltvuti Cortne-y, JKQft 

- dJUh 3 l . Rial lalan d. Ill 6I7QI 

Opponents wanted, fot ficJ:'-n>fi.oe AH, S4T. *<«i 
WWII oiinlan»r*s jttm&i- Thf SpriniTuild Tacikal 
Sociely Etas recsnlh B«n farmed. We an 
inlciCiKd us cVtilactirv r > lt, " r ^'enlial IllirlOit 
nii|>lnHl &.«i( Crairoe. 3 Linden Lane, 

Springflddu 111 6S70T _ 

Flf atr.ma.rw. Jutland, Midway Will leam vthen 
Inltrcil in nwvl afltt arrtldf mj nJaturx 1. v-nrgaminj 
club and de*i(f\iRi wanmne*. I tun I i, Mature 
opruAenui dcaircd. Pbonc SBUift] Hcta 1 Also 



ijl-.-i-Miii^g n. Ind uTJ.rj| 

Porn jyN 1 nlandord tainf t a' AlH-ei, una D-Uiy 
D AILif! 1'EjaM.e H WurnamentJ. Wnk DoftH 
CitiJiamrjn. lb 15 W Vkci»lh ol , , tvansville , 

i ■■ ■■ *7?|^ 

Flf or pbm opponents in Slallnpad and Bal'la iif 
Bulbar. Also- uvanted ftf upponenis tn Aiuaii r 
Waterloo. ijiirViBuri. and Ouadllcanil Sl9« 

Andnak-;^. UK i- fnri^ton, lad miff}. 

^KJ opjUn^nf. lin Jnil.nd and Jai-iirnir;k. Will 
jDln data Apr 13 nfatt HTW1H71 Sam .YJIILa. 
:oiie. Qnole. jfflaj t City. IqJ 4n.lAFl 
i w.irpjr.u -i'lli i^ tii:ii>jj d'riinJ j-i Vjlp.nnim Ii 
yov arc ihLcrcit(d ir lOihlnl. titan wtild [0 
Andrew Bmrd. iW3 lllincus, Varpejniiw, ind 

4i.3fG. 

Wanted infin-miimm mi «nPt*aTjfa| dubi in 
KaruuH ani Bill Ionian.. 76* H Linn, Fninicu^L, 

kan^ar- bc7p2. 

Confirmnl lowr senkinj; IIF AH oppaneni in 
KartW CBy Afta- AVAitlHe wsekendi only since 
ton many lotwrs deprcv mc All innuuiL'j 
anwend ■ i lit *arie?l lipjrreBt Ljt dc Ee,ii™>i 
RUEMll E- JaJtiman. (Ill) TtiWW65. PO Bo. 

i4l. Olcihe. Kanas bbUtiE 

I would Like to know d' (heie js invone inleie'.lrd 
in JU" uianjamiitE iji fhc Calta Kinui IEH 1 Utan 

Cnjpnarn, fctin I 1, SclJen. Bjinsas ■ ci7T5i7 

Warn* a pbm opponepn fnr Gen., A-K, 
Statinarad. Lg^ell Hunter ltl F VaUrah If* Apt* .. 

No. 4^R| 7. Mujwy.fcy ^JJJl 

Ncn Orleaai **r|jiniTJ warm to join yoy il yOtt 
li.t in NO area. Vena nimt* it. we have it, We 
mepl on Saturday n%)i-E. <a^ u< "ml luant 
Sidney rtuliK. KftiO OiaM Si., Nc* OtIklti*, I j 

70 177 

Wanted 111 UppuntM hi Silver Lake urea. I have 
Bul|t, U-Ony- Midway, Vjlul 1 nCrail . AK, UMJ 
P.iiiirrliliir A^i 1 i. Tom L&denhead, Ml 
W, rP inp R L I . Kiq.gil.j.1, W*» OJJU phone- 
SSS-lftra! 



AjU 3tS waiipmrr wun^ L'tl opponcnlf Jji any 
AH war bine A*all#bk BJW lime &^e up 
■wwkiriiT for liyina ao as |o d«vt>1* lull tiw* lo 
■ a j j j uU i LI Cimt«L.I Ki1*rffJ .Shrplierd, ZlE EurVieW 
Ave., Peatmdy, Hji-u. T*-l S'J^STKiO 



?^rij AK Of S'jJid Ftf ttucHe and rtuct rns'Vri. 
weekends or vacliorn unly Wilting to 1»iiti 
olhcn. bait Iranait lor lit l> brfiVCre PhOrW 
531-3517 John llendty, ]7 Vr^e HJ., Peobodv. 

Mutt- Q\9«a 

Pbm AK, Bul£# ^d fit Wmt info on *f*ltt 
o..nitv .ir.tl nun AM ojmr^ Wjnt complete used 
Ail unlet AJ» Htn 1* nm* waraanw oluo or 
*Li[t anc Iratalty Paiil flow. 17 Gilmnrt. Uracil, 

Jvliit> 1 V ?f> 

If yo« il*! In'Oel-, Penna_, DC. Va or Md_ r limp 
lb a a EWlCSfJ 10 bo included on nnr 
inJo-rma |io» list. Sa ubliunion. liiiert^r Craup 
l>ii|nv.»r. 4M» OH Park P.d. Hallo,, Mil. 
2lUo. 
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Will play Aniiu, Julh or KolHl III Can possibly 
play bulp AX. DliU, Battle- ol Untum. Stulihaj, 
MiJmuy it BltemMi ftf W.iul.l tike old int|MW 
rna|t |ia pfjobulii apJ rrEwn H*r.y Elmh|]n:>nJ. 
il4g UumH? Aoret Pi., E lUroit Cilv. M d ^EMi 

Vouns ul'ffCH freiEi OKI of ICB tnmifijt kIiqoE 
witftd ftf m plav by phs™ ii> local arm Have 
-cciniacLs 111 ("aieall and ilaweid Countlei. .((qui; i! 
info on VbEuaiiih tame arill buy Tad lioJ tsuijtr. 

Jn^rETurC Vallry Th . F.lli^hii rii> , M<l 

Wanted 1 Fif ayZEs. S BSS Co and NW Waih. 
lii-a Own ii 1 AH war tJi';r qui tiavf been 
macMve KWful yts. tall IJ0I1 KO-iHllh at vrme. 
Ai< IX Mack Tm*. I8WJ4 SmoolJiMorc Way, 
Apl 5, Ciitlitrdjuia:. Md 107/iO. Wintcd fir 
■a p pvnimU BEit^r- Bv-ltf!. Puruei hjliu, I » W. 
Iiilijud AK, Midway, lit- Day, S-jtr-lO, AnMo, II of 
if, biiiman; e. , Knrtgipiel, GMiyujurg. Ranatd 
W'ctwji. L'fLHJ tallaway 31., Hilltreil Hjj.Hu, Mil 

:qq3i _^ 

P4.wk.ii iin A&T 37 ui-J.n aillilE u^tjuii irnJ-i ffii AU 

gamvt Have P»niert>Jlu, ti\uiy.;\:i, EihIjei-. 
Ph B B P J Iii Witi utquini ulhen fart-io-fic* Ot 

piav bv mad, Phone JUSy^J nr writ* Aninow 

I.lEF«iI : ill, 1011? Day Ave, 5il.CE Spring 

Vt.l IWlfi 

Wanted ptim tippi.inT" n fnr 5i:ilin^ra-E Will |il;iy 
eiltinf side, La^id Tonkin. 2510 Thamie, Berkley, 

Mich. J8C7:. 

Opponent wanted loi loumamcnt tikntt tiulic 
ui fv^Mil n.itlici Aider, tjampetcnt playeir out new 
tn nl.m Rurwii CL.upliIki 7li Ehmmd, 

Cla^«jn, 14^1. JBQ17 

T h i newly famti: J J cu.n«n: &bi« Army 

.■'". a 1 1 r ■■ ia;c a JJI wi<n u! wit in any er tNiil Ujij Jjarrle 
ai pbm EtliKitri^i Will eipnrnE pbm fosybiljtitv 
To eaubtisr. piclirrninantj. Contact Etonald 
gajlffl, gggj tlteelluo, DtHoit. Midi. 4o:.'? 
My club mg« bavc oame Hannibal. M«rk 
T1HTIH, J3l Cwppcwa Ut.. Fwrnopt., Wifp. 

JlO^lZ 

WnuM like E'> pfcm Diplomacy Aril (IOVIK (O 
Diplomacy, pbm. Alio wan 11 info on namAvalon 
Hill i.L.ii-lcst Mfaa gUMt ttobctt Matlbcwa. H.I. 

[, In din (pan iAlcti. 404JI 

Opp.ini.nt wanl'd (or pbm D-L>ay 17! laiir 
ijerrmtn;.. Will rielUJ« n«f row* T9UTnojn«r>i 
prne anly Aee 2£ b 4 jean CUperitntc Aril ntw 
M pin.., DH-ytq all ittteii Michael Paul, 117S E. 

flam It Maduun HU , laOch. 4W?1. 

Pom or rtf trasic BEJt2 H 5q., Geny , AK, 
a'tillrutritd , AnilO I. Alw IK JJtaige, Jullajid., 
Waterloo. J3tinuTck, L'-Lk-al Any ndai for alE 
^itici Ciuilai.1 dtoifc Piulik PO_ Un» Aft. 

M.iniM.T-. M|, h 4<?hf^ 

S* Mich. janit-Fi c^htfvi if) Kilaflraioo camiPE 
up. CHI ui wnls Mike Gibmn. ftione 5 It f 
mflOft 68ioJ27 Addren \Qbi9 N KM St.. 

Mainwell. Mi lIv -fJ'.i/hJ Fk-aK hutry 

fain AruJrc, W^terEw'Tm Allied, Frtflth. All 
njlt-k. uLllibipe iH.iihlei.il mijttoij bule Ajiyriiie wiali 
10 play" AH prnei ftf Give me a phone call 
Phone Vr'-iK'. 1 "; Lai Li^.tatoAe. 16091 Hardtn 

coniact rae I have mmi fft AH L * rjinri «iTri 
NiMl. DeHre fit, *ny BERaa or fflM RUre MH 
7>1 JUS, <iiry "Jliew, pos J-U'tK. R No. *\ 

HaiiiJi?. Winn. j-nfrQI __^ 

Ij-inkini fnr nrw ji|j.yEnu in AH Jjrr-.ei fha^e 
ettiH). will play hy mail flue it lib h tonkins hn 
new pliycr und members, would like lo (i.'-ir 

from otrnil clulrt, COhLACI Pelcf Jotin»Fi. &J^ 

jf7 PfjM Mtn*. 5S7»1- 

GcKrtJ ."i^rid olarcf wilh 5-0 retOnl ictt-- pbm 
ripponenti. Either lirtr. alt IriiTT an«**r«L [*»v«l 
Beckminn, V9& Maimn Di. Eden ?miir. Minn 
?S^13 



OPPONENTS WrMfTtD 

Wanted oppaneni Fur Walvilorj or Statinind by 
mil Ctiwte yuur *ldf- T^ul OenienH, ?7l» 
Reeail Ah--.. r^oHh. M inne;itT.- L i>. J1im> ^-54::- 
SiH I'HM All. Sula7 B-Hneji. K-Kpicr, Pi. BJilc. 
.iHJrid, onJ W-L«c. fiUie >jd,c ind ruka tMM& 
Will <]«. KM ll.j.l™ni^, * n di KraeaW D#Jtf«AiTj 
fctml op*rnrnp rn horb pme* nif avjil^blr Rny 

Bowtr., 612 Moorr, Fgalm, Ma 63028. 

Nnw cjjTVWg camplrite line oF AM games in 
XatiH^ t'ltv iirefl at EtidReiwood [Jr\i£'s> -4*2 7 UEtie 
Kidan;. fcC, Kay ]own. Jndep. area, MiAsoilri. 

flfi ,.,.Hlr ill Art .mnl TVii'UT V.l'n' 

tide. nejp-Jtini? ijAbl Bun TfMrb, lahnc air jrftaf I 
lot! ytiijT sddreit when movina Wanl gEJoJ •.■< 
bctler eundilion t-willt alinoil any pflaf Marl 
Jumper. ;.' Willuuiabuia: Wd. Eat. Lous, Misraun 

fi.1141. 

An, I S -mly n»l in BeStat^ W„nr infii un 
hijw In i-iarl ebib - anytyrfy" A!h infn EjnrjLii^T 
parries bvUdtia AH flpd pn M|nl?jiur5f- PLEASL 1 
Statin. EhEltok-k, II. IBbM MUHtfh NeEw 
j5930t 

W.n.r iippmnrnU (FTr t .ind inlr. s.r. . b.t.s n. llir 

suutb "■•II itl- ■ NrJtrLy ail All game; F'reJ 
Mt-Cany, J Un1« Dt , Apt hdo [, Derry, W.H 
Would like opponent, loi 1-mier BEdr and AJC, 
Chailcj Domcr, 42^ Rirer Drwc. tf N ) 074OT 
l iV:!! k: I'.errnaiiii in bcilh gaaiei. 
Aduli firoppcinrnH Tit uiy AK. S-Ijud. la.li'.-. 
tl, Jutland, Midway, P-Dny, Haul* nf Buljje, 
wm^ttM, l«|i 01 will leotti yot>r game Am 
WilUnt to IfatViM mtf WTO I Hell*. J Allwon 
ifr-. fcnjjcwcoLJ C.iilfa. M.J ^(-J: 

P3M Ei'r.U '-f.-krl'."'- Pup?" l,,llnrl Ar,-. 

oplkird (FTF) Bliif. W^trrifv, Plantoi HU«ray, 
Taclln El. Jfisnurt't. Hare trans. Any cluto in 
Ftyjlton Couniy or N \ Meiro FTF tn urp* 
areas, AU £t Bob MonTttlian. jo Vgn Houien 
Avt-Jency City H M.J UTJ-il^. 

l.-rfiL.n^ fr. mililrL- ETF npptaiH-n fi Fnr all 
■ji [Lrgirrtirs mcludina; AH Poidirnw Prr»» and 
ininlaitiiH m Hulaon County. AIL g.rtv wdl be 
matched with girk L 'L**lon" 1 "'Hondor" St. 
Potcr"* fofleac Wsreamc Sc-tieiy. J 1-c5j>; 
Slanrxli, 2-Hifc LfcKuiEifJTj Ait.. Jeney Cdy. NJ 

D790*. 

WspiTa-d FTP Hippiinemii- fur SUu, |?14, UuJjf. 
t-land. S-arad, rj-lJay. Aai. Mway. P-Blil! and 
LultWaffc, ijIa PBM Brtlit- StaMhin* loi dub 
*nd ulfo. on ' ■ ■■Ml Wirjpniri. ini:ludiri( 

(BdUifit Pti.]..c 7t74JR7J infiii Aiiaiiaiiii. 

Hoofc Mt. HtE- r Moment, h i OTfjJj 

Need opponent. P&M L>Cayi FTF P-pay, BuEsr, 
M-Way. frGrad. W-Lw, N P pnOf P9S1 *mwHenr.< 
Am J4 riti*e L3.H 67.1-7N9S aflei- ft p.m. PdKr 
Qgafa, ''JS Beyuicilds' Terrace, Qiame. Nl-w Jcncy 

07DJI ^__ 

IfffraluTI opiwneni fur fivl-ft ini uue h"iy rut(>. 
I-9J fl (AJlinJ D-bt u (AlljeB). Will d'EhiuK rylei- 
anit praceJiXf. Joae Detaado, 4 MeUan. R«l 

Bjnk. M J fJJTOI 

FTF wanted Qtrfin dfuniy. H.J Adult only 
<o*er Jllj, Mrsl AH pin-hr, Wriif iWt«r, 99i 
TmmfA HJ,., Af ' W. Teanrck , » I. fjtTa^ijrj. _ 
Wjmr«d" PBU Bulw, AX. t>Day. Korea (SATE 
.s-lri.i.l and iVO •" ■■-. — . any sid*. Wuiian Kurue, 
28 Ifidepcndenct Am., Norlh Habyktn. N V. 

1170? __^ 

, tW- -re. 



1 ha^e 



Looking fw FTF uppnnrni 

II AH .■;'!■.■■ Peui ! ~ j 1 ■ = ■-■ !- ■- ■ ■ ■- -a -" -S 1 M . 1! ■!.. 

Alt,. Bmn^^ ^ ei^■ Vert IM^tt 

.^paita tm M your F5fF or I^M orders, For full 
delaiU ulnljtl Aliin AueJnbranri. 1 45S Uorain 

fairway, Sew kEyn, ^ V 1 |_J13 

FUM fjipwn: wantsr! ftn fibti and Itricjrjipicl 
Send cfl-blie UT MM or ..f u-. 1 10 Rnlph itaBnsM, 
[nan. lane. Cambndac N V 12*16. Ail lollrn 

trill b* am.wsn.tt. 

Any Wuaaincan in the area" Tele. (JL S-im 
Mai 1 he* Lutiden, a JO Colk-iw. Clin'un. N V 
IW3J. 



All kUHaa play lb< Iwo-bDard Sim'M- Jtttne-, FTP 
now. WOritinc on r^M, Kiebard Uarefotd, 

f.; Iltli 5U Catlc Flacc, N. Y 1 1 £■ HE. 

•Va-iled FTF flflj" in C™lr Pirc-r^fc Have 
moei game*. Wanted F&M playrr 10 piny \ir.k ■ 
jCornt I wktr »w Cerman. Only .burg, 1 »HII br 
&0tilh. Watil IU lOHl itlUS. Roh Htunirder, S3 

Knollwu-ad Pr , Lajttf Pli^T, N.V. Ijj lj 

PBM Pmikj. Anno II. II. IEH. eilher side. J'atrm'; 
M'vm. I?T N F.mnLoua, U.incemora. N.V 

l»M . 

Warned FTF oppc-Jacnt. in U<-w Vwk Tiii «^.i- 
Aiiy *l<I*. 5li>l ifiRiadj CuadaJoanal. A.K., Midway 
Tel TT'J->;a^ Dpniel Alexaiiidfr, i3-*5 92nd Si., 
J^tkijn Hjithh. Mtw York E I JJl 

LiT\ hrai f.nin MiiiiLniLcn. WW I! .nd Civ d Wit 

mmialurc punr. I»d Ftlnn IWM 130 Aye., 

jamanai. N Y 1 1434. 

Wanted PBM Oft FTF npponfn.li for JutWnJ, 
Sl^liftEr^d. tiliif. I ant new w fbM hut wioy t" 
Tigbt Alier 111 Iry AH tames you pTOVidc. 
Coniat-l Oan Km-n^y, ife H^mley. Niatri 

PilJ*,_N_V E45J35 __^ 

Sew York ftintwrt eltaUcna^t my Fa:a;iai io fBM 
EL B E 1 1. e| Bulrrc. S^nd ielf aJJrtised envelope. 
Any tiftiBoi m toumament ouiyinit U.K. 
{nbninnly I'm A1.rci1i.an Send recent copy I'UM 
reeulL* cnart Suian Schoenb"ir". ^4fi- Stcjiin 1 1 . 

H, IE F [lfnOr^ M. V 11710 

Halure eHPfirtencod JTP bpppnenti desiMUl t 
haw eigJit year, experience: Almo^l nil w ansa me*, 
plm Baltic Of Dnuin, Inovaln-e ruJea and many 
itjiTeiCT.I Wllaofai ivF .11 famet played PbonC 
do7-J*0S Tliymas. Kunnlv Ml Tuwptand Su, 

Rochpiicr. N Y IjW 

will PtM AK, Bulge. 5-Grail, D-Day, AnUo, any 
side in nil times. Will play moil who rspiy. Turn 
Ixitwr. tiH:o Providence Lane W . Charlollf, H. 
C ?8?1 I 

|j r , .,|..,L.r. -,l, ^..,.,1,. I l.'\, ,1J.[| L - ,I,J E H |'.lI,.K-|.'I 

Qj;a Anun. l.^Djy. Bulge. TaLiivi II, BliLti-i inj. 
Bf/i and wjr travel HonaJd RattuitEn, 2?iJS 
Kentnon Afc, Ltiaflolk, N. C. JS204 PPiime 

n^-4iinB 

With 10 play FTF WJ opjurpnil AK Pai>iE« 
Bulae, JuiLandi. WU, BlHiuuek, GelEyB. *<Md, 
ArUJO. or Lbe» Cull O^ej-tflJI arier s]* 6'rfMfc. 
Any time on Iqturdavs. btindayi, or rlolPJJJy^ lift 
EHodnuo. !E3 lul^lla A'c, Washinalon, M.C 

?7ft30 

Wjnreu" informjuon nn all Htf-AH gimes Mil|jI.Ip, 
Eartn, Tiifilaer h China, Henry TOoraaon. 35?& 

TJaw Cl . MLlwauki{,<JKjWn "J.'j. 

Fiftieri yew aid warjiamSr Would like R'F 
nponBTtl ■■■ Portland *k± 1 I ... Bul(e, U-Uay, 
1914. Miilwjj. 9#(tl, VotaU fim Htai info On 
Batik of firii^m waafjame &Ma£l AHirc. lii.3B 

■ S.E. FmHu- Rtl,. Portland-, Pit Q7U 4 _ 

Any wajgaincn ia FuiLUna"' Will bt niEhct tid.fr In 
Piukt Hbli:, BliliK. rtniio Am ul» inlciclrd in 
i. -ii.j-:- Abo interciled jn atari mt club. W'hIt. 
p-liuFic , yetl or Jtow up in person Anthony 
Waid, ^?fi? H F, PS, PitiiIji.i1. H.r 97 3 it). 



QPPflKENIS WMTED 

ITF opponenti want(4 t'ot rnvn All eatnei. 
5m-ial prefnence foi Pjnji-ililil« arid MaaTajtiJt 
Art cO Fliun! ?57-OcJ3 »r 793-EJlrJS. Ed 
Narvann, jJW war h;. ctuvaEond. Ohio 4^1 M . 
HR jEvSi tBwIJK, and Walerfoo, PlaV more 
than EtM |>mc prclcTablr t-raiiL l-r.^jj IV, I Hi^tl 
Edgewilar. No, 412, Uk.-w.iDii Obn.44|fi7 
VttnM THM'"™"~ FTF Mp'^LiFnTLji Bu\p 411 
ielhfis amrwetsd. I vnH K eilbur «dt. Semi ift 
rnkt and yde. wtite me lo acl up PtF. bJ 
P <(■ n , I till Uverokce Trihl. Middkbui-j 

HrJ|htv tjlii.) jjjjg 

p-r.-b hnrnc a* ol ffl FBM Aniin HI. AK. 
S-flFnd, l%D»y, tiwlje, PaS|[«, V.>rflTlM. BOW 
■winner. Kuk diltUlbiU nS lint, oH course, (jtorl K 
Hijrknian. MiMvnEe-. [eiraer Park, tihrfr 4S [74 
Aro iharr iny mora wiirBam*r* in Toieflii^ If «, 

kill Jfre al tTaJi>l7$i He came to the hQLLjT- t>i*tl 

mare [jcupIe 10 p|jv IHtflH Jim Futran. 2050 

flireiv iew ft T.ilco,-,. niim- i\h\i 

ilFUTTBSl |uO« AH [jp WS . riiher siu>. Any 
Upfamw T C Corddl. StUH Ho:ky Ail1 Rd., 
Wotihingnon. Ohio 4304S Also will buy Old 

ftP flA FooHmjl Cartu Of ftauiK^. 

PVH '3P(iDnenl:i •.■smtcl. Any titrhttcr fl 'in-,i- 
lla«c luoDi Tar ill Mik« flliPMlri 13M Pftjoay 

RiE, nEtjunirrii, _Pjj pJOAi 

PhititJelphi] irri gimpri ^lub pliy* FTF once 1 
Hut. AH, MltiUrllirH, IV Wani H) Olov.' tail Dr 
*HjU Jotin Punbtw, 1HJ3 Creeli HJ,. HalHelJ. 

Pn IM4-1IJ I'br.nr RW^t-l 

Will [*m Airtio {eilfLer, undef-eited ai bothE 
fttiljreiOennaniK Hliti iBIuej, ?ar imtl-.i... 1 :<.:•*■ .■ 
Al H-.-i.-!.-.-. "'."■■; p. ■n-rii.i-i Hall, Kuietcwn Sieie 
Lrjllene. Xufalnwn. Pa, I'JJJP, 



-: ■>.- -■ "-■- L-..1 j wanted 
JtJJSanS, RmiuiLk. 
of H. Write or .^ 

;;■! W M; 



n Meie*r fliej. FTF DvIjl«. 
id 1^14. Wanted Ptaiitr. IS. 
4I7-Cnfi2-H!T) Jeff Brown. 
, fa im .n 



Ijtncral Us wiiht» opponent in Ceiiyihuru, 
rauiKrbhl., mdiluf "-nine FTF W PBM. BWTuK* 

rm- T^icial lac Uuei. 1 U57 L WaaJliFltton Line. 

PhllL... fe- nna I ^ 1« __— — t— 

Wanisd "Adult pl»yt;r ft" ft-Hj) (.1 piefenbly 
A]Ued. J4uat U=* PBJ4 JOitet eyiarm at nulELned 
by Bn-n Hullniaft in PirtiarlauH. Pr*f*rably Easi 
EJflflll hwiilinn,, and laat r#plyef whu will finLdi 
t^rrc Huiidld fijceuwoaJ. 124 Warren, iame Pa. 

leteUfJ. 

Wish lu K-r-a i.iip..i.rnr. in Philadelphia atm. Play 
all AH aaitne-k-. MiCltaeE tnvin. 508 Fir!dhiliL« 
Unt Swarlbrnofe, fa. IvOHI. 

AiEult FTF rn ii- ■•j'Hc'i in 1',,^ .aLtc Inlo 

on noai AH jjauFT!- WV L )|a r W*. Att ^nit^ Call 
401 - 274-84U4 Collecl. Bob Stuck. Q 5 Fa^i Dr . 

Prov., K.L Ui9Q*. 

Would like lor atnous minded NavaJ Wantaricn In 
1 i,tI.:|';. ,,r-. .-, lu ■;■'■!..-. 1 rna. Jan liLaillgrd. 
334: Slwncybrwk Htl . l*Pifh*« Hh . 51" 
2940!. _^^_ 



Wijii 10 pbm BU-Ib* or D-tJay I'll be German in 
l>[3ny and AmencaFi in Buljre. Are there any 
WjJ|amcn in the BEatk Hill* area ' TclcpEiDFia' 
7*5-45*5. T«i Killirreer. iOfi W 5Hj &, lift* 

jprlnp, g.p. JTT47 

&Ut TtFlnMrt* wlaTjJrneei wintrf f-or we*lrend 
una sumpicr gel tanrllierr^ Have- Lufiwaffe, 
Aniid, SlalihCTid. BliUiEKlt. OH. SA1 EaPlH, 
'"!.■> nioaE All aanies. [ .11.11, ,1... n la i-p;.;t>k 
Gary E>Mnv.L>ri'S. 'Ill pavenporl Ru., KniueviMr, 
TtllP 370;0. Phone S73.6 j.16. 

AcLull oppunvntl pr?f«|ied fun |iLhu l>l flf S'Giid, 

fJ-fJay, pHti, Bulge. Infci. on hon-AH. watfjarrm". 
An ktttn anawered,. All limes RAM PTF 
Miahvdk area only - nsoiFt BSS-5*t7 HnroW 
Rjju. 323 r.iiicsl Park Rd.. MadiaOn, Tcrin, 

517IIS 

Ptiy Py mail pr face |u face, r>Diiy l L m Germani 
with no atntetjtt aid no*^ Wofl ntpHe. wdi tv 
annwcrad Tilephune Mumber i I4tHM HJ. Bib 
Rtflh, P Q. Bo* ZOOOH, Uallo. Tern. TS^ZEj. 
PQM AK. FTP AH &,me, ,.nd many Sfll 
AaTJjWM fettW (HI* Pmithlilj nl^al oni' Elobcrf 
Olimskl. 4J41 Stinnv Api ?. QfiWi, Tup 

79WM 

AK Ibeft afiy LakeJo W»-Came-'s, Copiaen City 
H11I, EJlbUlaik. Li ire do-, I c)ia.. VtiO-W. 
OtiLre FIT Eluirt dfirui Alt nnj simdif earr.Lt. 
Pirfet hit inrlral. have Onitlinl drigjnin*, 
prnlotype ''Aiiinta" eame Happy lo Icirrv new 
panne-.n hippy w pay yld unpif HappinasE n 
hat 1 rtf un opponent! L« tj-itewr. -Iblo FtEn«lllE 
Lynchbun- Va, Z45Q2. 



PflM T4ul iC f ,iir,„, Huton-at . 


11 per I-Ftntraj 


Mai-Apr 1 07 1 I'm US, all rule* . 


iitrp* oi»e'way 


iraillc. Charlei K Aichti, III! 


Marion A*r., 


McLean, Vi. 23-IDt. 





FTT opporfnti weTnled ' S^lEUrJt, KadtOrd, 
R^aniiks- ar<a In Anno. HaWt, l-'-Uav HHUi, 
OTanal. RilIdc l")14 Will PTIM if you ftippLy 
pads Will It any srdr you *anl m PPM Wmmri 
Jpesig-y, I30J Margin, Radl'tnJ, Va ?4I4I 

Will play pbm AK (Allies.!. Bulge. (AiawJ Alio 
AiiytiLie iiiteicunl iii jntiuiiB; a yicai cEtiti with 

in- arUh-HTi. lirJiiN-yi Many [Wradnin jiVaiUEili; 

On* Hall, E. 1922 Garden, Spokane* WW4 

ggjlii 

Wejiern Warumera wet; new recruib. Juin nsw 

while liuntr aiT adijLuLriLienl i» |jc>cid Naviors 

wr],T..nr. Mak*- iir* frirnds &MnaA C'lmrrtaiHl 
pufilkini open. NewdeUcT, ToumyV Contact 
Paol i,:-c„r n iJVJci Fiinourt;, gpokanr, Waah. 
^21iE. , 

1'ijIcI Klir |iiru-|ici lluiny ill 'J-'c-,ll-< ■; *.li ]miult-.? 

J.Lin tic Wriipin ■fjtfjpnanl Htu&v**, 
Toumyi. hintit. Join now while {tactual cf 
advancemsnl 11 fioodl Pat Raymond. W. J-i % 

K-iiiirr v.-a T .^p.ikanr. Wa 'J-^EJt 

FII- oppi w^'LifJ. All A-H aaniC). Ba[1k :•( 

Bulliili Plmmr 4tVi.MAT lia.id r>ii. IIEEMiudcii 

Ave., Oai Hill, W Va. *5*01 

Wanted -npponenE). for Bu!gc\ BELej:. AV.. Tat:. II, 
jriij Wiifrluo pbm. loi Rltcnej, EJCfEi Crawford 

Dr, HifrrnenlOfi, Wa YSilO 

FitM EJE-Uay, Jnrblnr. Sp-Jd, I'JLd, In Bine 
JulUnJ. Midway? PflM Atinio IK. wani infra hnw 
i" *■' S*T. TTiilknin, Drpk-. » Cwtt Bant* Hill 
Schill, 14101, 121^ M<„ KirkEand, Wn. jjgg^ 
M v*ir aid novice war&imer WJW to crunch*.!! 
>om*op* ro a ptm nartte, I own almost all AH 
fji-i-.'-'. ' c ! ivi On. you ntnice-sr RicJhard. Ganki. 
7409 W Burdiik Ave. MilwAul.ee, Bjjg S3.2 L9 
Widi ij ■ hr ?>nJ p«Tv>n in p^m Julia nd. 
Sintu llancuut and hidden movem«n(. Lk»i 

anyon* na*e (be guls. to (4c* a tiraiutr or a 

Inend under l-OiuIi liana at wej t imilli, I1WS 
Euffaln. Wakikfalta. W11 flltg 

Aiiy i»m1 jfumrr*. in ^il«ni.ikiiT arr* 11 Minimum 
01 PuiTi-. El.i>e Jutland and Midway pint olntn- 
jte^n tops! 1, JEMJ & Sim, Wst Aflu, Wis 
S32J7 



